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Welcome to the Vampire: The Masquerade Storytellers 
Vault Style Guide. This resource will assist you in creating 
new material for the horror roleplaying game, Vampire: 
The Masquerade. 

Perhaps you are new to writing work for other readers’ 
eyes, or maybe you are an established writer who works 
freelance contracts for games such as ours. Whatever your 
experience, this guide will aid you in writing for Vampire. 
Note that this guide does not assume you will only create 
content for the newest editions of our games. Rather, 
we hope creators will tailor their writing to the moods 
and themes of each edition of Vampire. The differences 
between each edition follow this introduction. 

Whether you feel it’s time your home city received a 
by Night sourcebook, your favorite bloodline had its own 
Clanbook , or a novel was written about your character, or 
one of the notable cast of Vampire: The Masquerade in 
years past, you will find this guide a useful starting point. 

Vampire Editions and 
Metaplot Timeline 

Divided into four editions, the system, tone, and content 
of Vampire has altered gradually, sometimes within a single 
edition, other times making leaps between major releases. 
The Storytellers Vault is divided between editions so your 


creations can best fit within one of the set visions of Vampire: 
The Masquerade. Some writers will prefer to mix edition 
tone, adding personal horror to one chapter of a book, 
with grand existential horror in another. Others will desire 
consistent tone throughout. We do advise you strive to make 
any creations you submit match a single edition’s rules, so 
readers do not require multiple editions for reference. 

The metaplot of Vampire: The Masquerade steadily 
moved along through to Beckett’s Jyhad Diary (from 
which some of the following text is taken), and into the 
newest edition of the game. Writers should be aware of 
the metaplot as it stood in the era in which they seek to 
write, but will of course have freedom to write as they 
choose. There is no reason a book using First Edition 
rules and committing to that edition’s tone cannot be 
set in 1220 C.E. or even 2017 C.E., but if it is set in the 
former, the writer should be aware of such fundamentals 
as the lack of Camarilla and Sabbat, and if in the latter, 
the writer should think twice about creating a book in 
which Jaroslav Pascek is still Brujah Justicar. 

Note these suggestions are not requirements. We do 
recommend a certain level of adherence to metaplot, but 
don’t let this stop you making your What If! book in which 
the Tzimisce destroy House Tremere before Goratrix can 
say “wouldn’t this experiment be a good idea?” 

When you write for Vampire, consider the tone for 
each edition as follows: 
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The Becoming 

(Vampire First Edition) 

Grounded in the real world , the lonely struggle for morality 
dominates the focus. 

Tone: Intensely focused on the city scale, the First 
Edition of Vampire centers on Humanity and the Riddle 
— “monsters we are lest monsters we become/’ This edition 
is all about personal horror, the loss of self to something 
darker, and the individual j ourney into the j aws of the Beast. 

First Edition focuses on fledglings, neonates, and rebellious 
childer: making a ghoul or Embracing a mortal is only possible 
with permission from a nigh-omnipotent Prince. This is 
the age of the lone vampire trying to find some meaning in 
an increasingly-dark world, where respect and civility are 
more important than conspiracy. Domain traditions are 
paramount, and differ from city to city, though the Camarilla 
does maintain its own rules. Each city is a point of hazy light 
in a sea of darkness, and the rule of different Princes never 
guarantees sanctuary from one place to the next. 

The core seven clans receive the flickering spotlight 
of this edition. Brujah, Gangrel, Malkavian, Nosferatu, 
Toreador, Tremere, and Ventrue. Each bloodline is a focal 
point for a different vampiric myth, stereotype, or source 
from pop culture. The Anarchs and Camarilla are the 
default Kindred sects, making uneasy bedfellows in most 
domains. A demonic, insane Sabbat attacks the edges of 
society, or sends spies to infiltrate Camarilla cities. 

Themes: The struggle for morality, transgressive sexuality, 
extremes between the ages of Kindred, loneliness, Vampire 
setting linked to the real world. 




Setting Advice: Settings and sourcebooks for First Edition 
should keep personal, street-level horror in mind. First 
Edition had an unpolished veneer to it. You can use this to 
your advantage, throwing together a really raw, throttling 
book, in which a city’s clans (which were tightly bunched 
in First Edition) war with each other over roads, tower 
blocks, and parking lots. 

First Edition had an eccentric edge. Methuselahs seemed 
to exist in every city, and neonates frequently got caught 
up in millennia-aged romances and rivalries, all leading to 
control of something as small as a nightclub or museum. 
Gangrel were uneasily allied with werewolves, Malkavians 
consorted with changelings, the Sabbat were an unknown, 
and age was the real fear factor. 

First Edition is cool. Do not be afraid of putting your 
vampires in leather, torn fishnets, and giving them a 
cigarette to puff on as they ride their motorbikes through 
the domain. 

Movie / TV Influences: The Lost Boys, Cronos, Near 
Dark, The Hunger, Ganja & Hess, Nadja, Martin, Kindred: 
The Embraced. 

Musical Influences: The Sisters of Mercy, Ministry, 
Siouxsie and the Banshees, Killing Joke, Skinny Puppy. 

Game Design Advice: First Edition doesn’t take the 
concept of game balance into account. Fledglings may 
interact with Methuselahs, and can even strike a blow 
against them. In Diablerie: Mexico, a coterie of neonates 
do just that. Do not worry about the math except in cases 
of Disciplines, where each dot of power should be roughly 
analogous to that of other Disciplines. Otherwise, throw 
game balance out of the window. 
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Gothic-Punk 
(Vampire 
Second Edition) 

Vampires are part of an eternal and secret war between 
the young and the old. 

Tone: Second Edition sees the primacy of the Gothic- 
Punk world. Institutions are corrupt, culture turns sour, 
neonates bring down elders, and Methuselahs push ancillae 
like pieces on a chess board. The sexuality of the previous 
edition changes to a romantic sensuality. Second Edition is 
where the World of Darkness rises to the fore, as everything 
becomes connected through shadow conspiracies, dark 
alliances, and ages-long manipulations. 

Protagonists are more sophisticated about their secret 
world, able to effect change in and of themselves. Elders 
are now fallible, and neonates are dangerous elements. 
Even powerful Princes have great flaws and secret masters 
who know more than they. The clan focuses spread to 
include the Lasombra, Tzimisce, Assamites, Followers 
of Set, Giovanni, and Ravnos, though those outside the 
Ivory Tower are often viewed as outsiders. Even aberrant 
bloodlines begin to appear in small numbers, as highly 
exotic deviations of the Blood. 

The Masquerade is the chief means of self-preservation 
rather than an ostentatious display of conspiratorial power. 
Conspiracies such as the Inconnu and the True Black 
Hand stride into the darkness, hinting at an even more 
secret world, and providing options for players beyond 
the big three sects. Secrecy receives central emphasis; the 
Masquerade is not just about pretending to be human, but 
also about fitting into the crush of humanity as a whole. 
Violent outbreaks are hidden under false reports and 
mistaken identities by the Camarilla, while the Sabbat 
plays at breaking the Traditions. 

Themes: Sensuality over sexuality, balance between 
ultra-modern and ancient, clan and sect as community, 
long-term, large-scale conspiracies. 

Setting Advice: Second Edition books expanded the 
World of Darkness to include a broader cornucopia of 


concepts, themes, clans, bloodlines, Paths of Enlightenment, 
and approaches to undeath. Your books should do this as well. 

Second Edition receives a lot of attention for its 
“throwing shit against the wall and seeing what sticks” 
method. Many sourcebooks contain far-ranging concepts, 
such as a Lasombra masquerading as a Ventrue Prince so 
he can get his hands on the nuclear launch codes in the 
White House, or a hidden sect of vampires dedicated to 
serving the Antediluvians, destroying or enslaving every 
other vampire, and preserving humanity as feeding stock. 
Do not be afraid of inventing new ideas for Second Edition 
books. This is where the idea you’ve always wanted to write 
is most at home, no matter how experimental. 

Second Edition harnesses the vampire templates 
introduced in First Edition, and in many ways, expands 
existing stereotypes. This edition is an excellent playground 
for exploring single-clan chronicles, or stories starting in 
the Dark Ages and concluding in the modern nights, all 
within the same city. 

Second Edition is outlandish. Vampires are pierced to 
the gills, wear fleshcrafted augmentations in public, and 
receive new tattoos every night. This is the party edition, 
where vampires in Elysium are as likely to engage in a orgy 
with mortals and ghouls as they are discuss the increasingly 
threatening Sabbat over crystal goblets of blood. 

Movie / TV Influences: The Crow, Highlander, 30 
Days of Night, Queen of the Damned, From Dusk Till Dawn, 
Vampires, Blacula, Daughters of Darkness. 

Musical Influences: Joy Division, The Cure, Nine Inch 
Nails, Depeche Mode, The Clash, Danny Elfman. 

Game Design Advice: Game balance is more of a 
concern in Second Edition, due to the wider world becoming 
more apparent. City sourcebooks such as L.A. by Night 
contain a plethora of neonates and fledglings to provide an 
even playing field, while Montreal by Night contains some of 
the most powerful vampires written in Vampire in one book. 

Balance isn’t everything in this edition, as bloodlines 
such as Necromancy-wielding Kiasyd showed us, but it is 
crucial to realize this bloodline was written as an exception 
to the rule. 

Be aware that rules-wise, there are few changes between 
First Edition and Second. In large part, the changes are an 
alteration of Presence levels, an increase in Health level 
penalties, a large amendment to the ways Celerity and 
Potence function, and how Virtues are tested. 


? 
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Signs of Gfhfnna 
(Vampirf Third 
“Rfvisfd" Edition) 

The end is near , and all of the Damned 
fear what is about to come . 

Tone: The war between the Camarilla and Sabbat 
goes global, as domains from Mexico City to Cairo, 
and Baghdad to Atlanta fall to or close in on conflict, 
civil or otherwise. The Camarilla finds it increasingly 
difficult to deny the existence of the Antediluvians, as it 
appears several rouse from their slumber, or make their 
presences known after centuries of observing the world. 
Elders and Methuselahs aren’t merely wicked and cruel 
in Revised Edition; they’re revenging themselves for the 
crimes of your thousand-year'•old grands ire. Their grand 
retaliations are petty movements on the great board of 
Jyhad, the scale of which is continental in scope. 

Gehenna approaches fast, as omens reach fruition, a 
clan falls, and desperation sets in. How long do Kindred 
in this edition have left to tie up their affairs, before fate 
tells them their time is up? The expanding mythology 
reveals long-held truths are mere stories, making them 
lose their sacred power. Meanwhile, unheralded events 
shake the foundations of what Kindred believed they 
knew. The Camarilla offers unchanging stability in a 
crumbling society, and the Sabbat promises violent 
fanaticism with the certitude of victory over the hated 
progenitors. Midnight sieges and crusades become de 
riguer . Anarchs sacrifice their unity and clarity of purpose 
for vague notions of individuality and personal freedom, 
but suffer as the other two sects take advantage of the 
sect’s fragmentation. 

The four Independent clans are now distinct po¬ 
litical factions with a little pull on their own, but with 
enough power to sway things between Camarilla and 
Sabbat on a regular basis. They are noteworthy wild 
cards in the Jyhad. 

The Masquerade frays at the seams. With everything 
falling apart, there isn’t a monolithic conspiracy capable 
of protecting the World of Darkness. 

Themes: Biblical apocalypse, the shattering of the 
status quo, the alienness of the undead, existential angst, 
ancient wars and the global Jyhad. 

Setting Advice: Revised Edition evokes a 
globe-spanning feel, that should be incorporated in your 
books for this edition. City sourcebooks should explore 


CIO 

parts of the world beyond the USA, parallel vampire 
cultures on different continents, and tensions between 
sects separated by an ocean. 

In no edition is the approach of Gehenna more 
apparent than this one, therefore content should take 
on grandiose, sweeping aspects. Antediluvians wake to 
command or destroy their clans, while a new generation 
of young vampires rally to fight back against the tide. 
War rages across the World of Darkness, and only 
barely stays out of the public eye. 

The stereotypes of Second Edition are shattered 
in Revised, as clans diversify and antitribu become as 
appealing as the core clans. Consider any characters 
you write for this edition as being more cosmopolitan. 

Revised Edition is global. Vampires wear sharp 
suits, mirror shades, and never drive their own cars: 
that’s what your ghoul is for. Elysium is less likely to 
play goth classics and more likely to host a four-piece 
string quartet. 

Movie/TV Influences: Blade, Bram Stoker’s Drac- 
ula, The Addiction, Underworld, Interview with the 
Vampire, Shadow of the Vampire, Dracula, Nosferatu. 

Music: Garbage, Switchblade Symphony, Night- 
wish, Marilyn Manson, New Order. 

Game Design Advice: Game balance is at its height 
in Revised, though as with all editions of Vampire, 
it’s still possible to walk into Elysium and thumb one’s 
nose at the Prince and then use Celerity to speed away. 
Importantly, Revised is the first edition to provide full 
Discipline rules for all 13 clans in the core book, and 
each Discipline is Revised sufficiently for balance with 
their counterparts. 

Remember with Revised that players may expect 
Malkavians to possess Dementation as a clan Discipline. 
Expression, Performance, Crafts, and Academics replace 
Acting, Music, Repair, and Bureaucracy, respectively, as 
Abilities. The Linguistics Knowledge shifts so each addi¬ 
tional dot provides a geometric progression ( + 1/2/4/6/16 
languages) instead of Second Edition’s arithmetic pro¬ 
gression ( + 1/2/3/4/5 languages). This information is 
important, as power write-ups in previous editions will 
not refer to use of Abilities introduced in this edition. 

Unlike in Second Edition, where many vampires had 
five or more dots in out-of-clan Disciplines, in Revised 
published characters have a more natural spread. This 
lends itself to game balance for play of neonates, and 
ultimately favors the players as their protagonists gain 
more power through Experience than most supporting 
characters possess. 
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iHodern Nights 
(Vampire Fourth 
“V20” Edition) 

Sexy, deadly vampires toy with mortals as part of their per¬ 
sonal, elaborate schemes. 

Tone: V20 is a blend of the previous three editions. It 
leans on setting progression and mythology, but deliberately 
eschews metaplot proper. The metaplot is intentionally 
locked at a nebulous point in time, with a uniquely universal 
feel, until Beckett’s Jyhad Diary updates it to approximately 
2006 in advance of the next edition. The tone varies from 
deeply personal horror of sexual, body, and psychological 
natures, through to epic-scale threats emerging from waning 
clans re-emerging and the Anarchs gaining new clout with 
the dominance of the technological era. 

V20 represents a toolbox approach to Vampire, as 
elements from all previous editions appear throughout 
its books. Long fallen Princes make returns, classic 
bloodlines receive coverage, formerly vague Disciplines 
finally appear in full, and old elements of metaplot are 
resolved, explored, expanded, or reignited. 

Portable technology and widespread Internet render 
the previous view of the Masquerade antiquated. Modern 
newsworthy hotspots such as immigration, trafficking, the 
increasing divide between Right and Left, and the culture 
war, carry vampires on their bellies as if they were hungry 
parasites. Some ride it to just stay hidden and out of dan¬ 
ger, while others do so to take advantage of humanity’s 
chaos. Vampires move with the times, embracing the idea 
of “technology as fashion,” integrating it into their sensual 
and sexual excesses. The Masquerade isn’t protected by 
monolithic sects, but by individual Kindred. With silence 
all but impossible, vampires hide in plain sight, spinning 
stories and gaslighting with Presence and Dominate to hide. 

The Masquerade is a social media smear campaign, a 
gang of outcast friends banding together in an uncertain 
world, or the illegal migration to another domain. 

Themes: Technology age, bottom-up conspiracy, the 
illusion of status quo, vampires as apex sexual creatures, 
evolution rather than revolution. 

Setting Advice: V20 celebrates everything from the 
previous editions: the personal horror, the sweeping rise 
of Gehenna, the range of character backgrounds, and the 
diverse domains scattered across the world. 


Any books you write for V20 should keep in mind that 
many of the more raw aspects of previous editions have 
been refined for this edition. The True Black Hand are 
now a legitimate threat, the Kiasyd are more than just faerie 
vampires, and the Anarchs are once again a serious sect. 

Stereotyping has all but disappeared in this edition, as 
vampires emerge from all walks of life and all corners of 
the world. Members of the Camarilla may be on cordial 
terms with members of the Sabbat, Followers of Set may 
opt to join the Ivory Tower, and domains separate them¬ 
selves entirely from the sects. This is an edition where 
you should consider each city its own private kingdom, 
shaped by its ruler and its inhabitants, more than the 
overriding sect. 

Take inspiration from V20 from all modern vampire 
media. From romance-heavy plots to deep, personal 
tragedies, vampire moved of the last decade or so have 
opened up what vampire books such as yours can be 
capable of, so check out a broad array. 

Vampires in V20 blend into humanity as far as pos¬ 
sible. Suits, hoodies, uniforms, fetishwear: whatever is 
appropriate for the setting. A vampire’s phone in V20 
may play some thrashworthy punk one minute, and a 
movie soundtrack the next. This is the modern age, and 
everything is accessible. 

Movie / TV Influences: Thirst, Let the Right One In, 
What We Do in the Shadows, Byzantium, Dracula: Pages 
from a Virgin’s Diary, Only Lovers Left Alive, True Blood. 

Musical Influences: Echo & The Bunnymen, VNV 
Nation, Muse, The Birthday Massacre, Rammstein 

Game Design Advice: Due to the collected range of 
characters, plots, sects, and powers introduced (or re-in- 
troduced) in V20, the rules reach their cleanest, most 
balanced state. V20’s rules are fundamentally the same as 
those in Revised, though some small changes take place: 
Awareness becomes a Talent, the functionality of Dodge 
is now a part of Athletics, Security is subsumed into 
Larceny and Technology, and Linguistics is now a Merit. 

Take note of the changes to the Gangrel and Tremere 
clan flaws, and difference in cost for Humanity / Path at 
character creation. You should also note the significant 
changes to Potence and Celerity, which both alter from 
Second Edition to Revised, and from Revised to V20. 
Dominate and Presence now test against a victim’s cur¬ 
rent Willpower, instead of against the target’s permanent 
Willpower rating. Split actions also change in V20 in an 
effort to make multiple actions better balanced. 
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Welcome to the Kindred of the Ebony Kingdom 
Storytellers Vault Style Guide. This guide exists to help 
you create new material for the Kindred of the Ebony 
Kingdom setting of Vampire: The Masquerade. 

This guide is designed to help writers of any level of 
experience contribute work to the World of Darkness 
setting. The purpose of this guide is to demonstrate how 
to apply the correct tone and respect to a part of the 
world not covered in depth by many World of Darkness 
sourcebooks. Kindred of the Ebony Kingdom was only 
released to support one edition of Vampire: The Masquer¬ 
ade, but by using the rule clarifications in the Vampire: 
The Masquerade Storytellers Vault Style Guide, you 
can write with any ruleset in mind. 


































Kindred of the Ebony Kingdom requires a great deal 
of coverage in order for it to become a full-fledged setting 
in its own right. Whether your desire is to expand lore on 
the Legacies introduced in the Kindred of the Ebony King¬ 
dom book, write the higher levels of the African variants 
of Disciplines such as Auspex, Dur-An-Ki, or Vicissitude, 
explain what became of the Impundulu and other historic 
lines introduced in Vampire: The Dark Ages 20th Anniversary 
Edition , or write Johannesburg by Night, developing some 
of the teasers found in Beckett’s Jyhad Diary , there exists a 
huge amount of ground to cover with Storytellers Vault 
supplements. Original ideas are just as welcome, should 
you wish to create a regional sourcebook for Kinshasa, 
write a novel about vampire affairs between the Legacies 
in Somalia, or create a whole chronicle series for a coterie 
tracing the trail of Cagn throughout the continent. Kindred 
of the Ebony Kingdom presents entirely new avenues with 
which to explore Vampire: The Masquerade. 


are often vampires of considerable age and wisdom. The 
Magaji’s role is to rule, administer, and advise the other 
vampires in court. It is a tenet of the Ebony Kingdom that 
vampires must not lie or keep secrets from the Magaji. 

The Magaji of recent nights most often come from the 
Guruhi Legacy, who claim the respect of age and wisdom 
from most other vampires on the continent. They have 
preserved Laibon culture successfully for centuries, and a 
tradition among the African Kindred is reverence for their 
line. Though some vampires question Guruhi eminence 
in the modern nights, few deny their historic successes. 

Orun and Aye 

One of the key mechanical differences between 
Kindred from Africa and Kindred from elsewhere in the 
world is the concept of Orun and Aye. Instead of Hu¬ 
manity or Paths of Enlightenment, the African vampires 
collectively known as Laibon exist in a purgatorial state 
between the afterlife and Earth. 


Metaplot 



Kindred of the Ebony Kingdom was initially released 
as a single book for the third edition (Revised Edition) 
of Vampire: The Masquerade. The book Kindred of 
the Ebony Kingdom covers the Legacies of the Laibon 
(vampires of the African continent), their Discipline 
variants, a travelogue covering multiple parts of the Af¬ 
rican continent, and material on customs, environment, 
culture, and antagonists of the region. For further reading, 
the African continent also receives coverage in World of 
Darkness 2 nd Edition , the Dark Ages versions of the Laibon 
are profiled in Vampire: The Dark Ages 20th Anniversary 
Edition , and the domain of Mogadishu receives detailed 
coverage in the V20 Dark Ages Companion . Beckett and 
his team visit the domains of Johannesburg and Libertatia 
briefly in Beckett’s Jyhad Diary and Cairo by Night details 
the Egyptian capital in full. The continent as a whole 
remains largely exempt from metaplot beyond vampire 
origins and fleeting visits by iconic characters. 

With this freedom, you come in with your Storytellers 
Vault material. The continent is completely open to you 
to explore and profile as you see fit. We want to see stories 
take place in the African continent, receive expansion 
there, and plant new roots in the urban sprawl of Libya 
and Tunisia, the jungles of the Congo, the history of vi¬ 
olence on the Ivory Coast, the vast Sahara Desert, and 
all the continent’s many wondrous locations. 

Magaji and other Traditions 


Kindred courts in Africa follow some of the same 
traditions as those in North America and Europe. Often, 
each Legacy will post a representative to voice the concerns 
and desires of their line, just as other courts do with a 
Primogen Council. One of the key differences in African 
courts is the role of Magaji. The Magaji sometimes take 
the role of Prince (though sometimes the two co-exist in 
domains heavily influenced by European tradition), and 


Laibon believe their souls are trapped between the 
terrestrial threat of physical destruction and the spiritual 
crisis of psychic dissolution. Their common customs assert 
that people do not “die.” Rather, a life “goes out,” like a 
fire, but can be reignited. Depending on local customs, this 
may be through direct human-to-human reincarnation, 
through something more animistic, or simply through 
memory, dreams, or life on another plane. This belief 
puts vampires somewhere in the region of smoke, to the 
fire of life and extinguished embers of death. They hope 
their lives will one day be rekindled, and so make forays 
onto pilgrimages not dissimilar to Golconda, and other 
such spiritual practices. 

Orun is Heaven and Aye is Earth. These traits help 
define the African vampire’s dilemma, as the intersection 
of these two traits’ scores indicates the character’s spiritual 
situation and physical appearance. Somewhere between 
the axis of Heaven and Earth, or Orun and Aye, lies the 
vampire’s link to humanity. Too much either way and the 
vampire risks becoming a physical beast or a calcified body. 

Orun and Aye are dependent traits, capable of 
spanning 1 to 10, but rarely exceeding 10 when added 
together. The two are opposing forces a Laibon must juggle 
to maintain a semblance of stability and balance, though 
as a chronicle goes on each will likely erode. Challenges 
to morals deplete Orun and Aye, though each responds 
to different sins, provoking many elder Laibon to hide 
away from temptation and risk. Aye typically tracks a 
hierarchy concerned more with mortal practices and ter¬ 
restrial concerns, while Orun usually tracks a path more 
concerned with spiritual ideology. Vampires who advocate 
Aye as pre-eminent devote their lives to avoiding certain 
behaviors that may corrode it. Vampires who advocate 
Orun tend to encourage adherence to certain spiritual 
ideals, such as disciplined practice of religious ideology. 

Orun and Aye are covered in full on pages 82 to 88 
of Kindred of the Ebony Kingdom , though writers who wish 
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to eschew this concept may do so. It 
is recommended that if you write a 
book for this setting, but do not wish 
to use Orun and Aye, you instead 
name Aye as the Road of Humanity 
and Orun as the Road of Heaven (if 
you’re using the Dark Ages material), 
as Aye as standard Humanity and 
Orun as one of the more devotional 
Paths of Enlightenment (such as the 
Path of Night, the Path of Caine, 
or the Path of Lilith). Rather than 
focusing on one Path or Road, the 
vampire must balance them both, with 
scales tipping too far one way or the 
other a potential death sentence for 
the Kindred attempting this balance. 
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Geography 

People from outside Africa have 
made frequent mistakes in classifying 
the continent in a number of ways, 
including: referring to Africa as 
country rather than a continent; 
thinking of its peoples as a homoge¬ 
nous group; treating African people as 
less “civilized” than others; believing 
all Africans live in war-torn villages 
where child soldiers play and AIDS is 
rampant; thinking of northern Africans 
as tent-dwelling Bedouin of the distant 
past; considering only the dangerous 
environments of jungle, mountain, and 
desert, in place of the no less enthralling 
cities, metropolises, river communities, 
culture-rich villages, and vast farmlands stretching across 
many African countries. 

Africa is more than the sum of its stereotypes. While 
you can certainly set a chronicle in the center of a civil 
war, in a domain where paramilitary gangs snatch children 
for indoctrination and arming, in a province afflicted with 
disease and religious fervor, you are advised to write such 
books carefully and with consideration to the people you 
are depicting. If you want to write about a Boko Haram 
warlord in Adamawa state, Nigeria, write also about the 
brave civilians who stands up to these figures, and those too 
afraid to fight back. If you wish to explore AIDS through 
the Swaziland epidemic, portray it not as revolting but as 
desperate and tragic for the Kindred and kine alike. It is not 
simply that the vampires do not trust their blood source, but 
also that they are losing the mortals for whom they care. 
For such creatures, immortality seems an extremely long 
time, as the kine life expectancy reaches staggering lows. 

Consider the colonial history of the African conti¬ 
nent, and the foreign interests existing there now across 
the continent. Chinese, American, and Russian business 


Indean 

Ocean 


all place huge stakes in African economies, working the 
people for low wages, but granting employment and ed¬ 
ucation of a sort. Vampires may feel their kine are at risk 
of exploitation and take matters into their own hands. 
Likewise, many Laibon will be the descendants of, or 
indeed be, former slaves, or persecuted majorities in a 
time when Britain, Belgium, France, and other nations 
exploited the people in a devastating fashion. Some 
Laibon may have once been the colonists who visited 
this hell on people throughout the continent. There is 
no ethnic, gender, or sexuality barrier to becoming one 
of the Laibon, though as with all Kindred society, mortal 
prejudices seep through. 

Most African countries are as technologically advanced 
as any other part of the world, with the same access to 
internet, mobile devices, and drones. Amenities are unique 
in some respects, catering to localized cultures across the 
continent, but you’re as likely to find an O’Tolley’s Burger 
in Kenya as you are in Germany, and your herd are as likely 
to work at an Endron power station in Sudan as in the 
American Midwest. As a writer, do not make the many 
























vibrant cultures throughout Africa generic, but do not fall 
too far in the other direction and make them exploitatively 
exotic. While you can create a chronicle in which foreign 
vampires first encounter a Zimbabwean court and its 
customs, lean toward the relatability of the court, where 
vampires may behave differently but to fulfil similar aims 
to those of the coterie’s origin courts. 

Mood and Stories 

The word “Africa” generates a slew of images, sounds, 
and sensations. To some, word of the continent brings to 
mind a time of colonialism, war, and exploration. To others, 
it brings a sense of home, warmth, music, and riches. A 
continent defies simple definition, though certain moods 
are common when setting games in Africa. 

Resist: The world changes, and while the mortal pop¬ 
ulace of Africa change with it, the Magaji and their tenets 
struggle to do the same. Even more pronounced than the 
calcified courts of the Camarilla, the Magaji resist adapting 
the ways of the modern world. Though there are exceptions, 
courts throughout Africa echo traces of the Anarch Revolt 
in Europe, where neonates identify and exploit the cracks 
in Laibon society as the elders among the Magaji attempt 
to hold things together. Adaptation, and resistance to doing 
so, reflects throughout the mortal governments of nations 
such as Kenya and Zimbabwe where one leader or a family 
of leaders have clung on to power for decades in the face 
of a growing youth who will not stand for it much longer. 

Fight: On the opposite end of the spectrum are the 
young Laibon who fight oppression, tradition, and invading 
enemies. Often led or manipulated by the Xi Dundu, the 
Laibon increasingly take to war and sabotage against those 
who seek to strip them of their power. Reflecting mortal 
pride and desire to not lose culture to the businesses of 
Chinese and American enterprise, as well as channeling 
the spirit of those ancestors who fought against the colo¬ 
nists of centuries before, the Laibon have a desperate and 
angry spirit that unifies them against tyranny. The Magaji 
grow nervous as their younger cousins take up arms, first 
against the missionaries, the industrialists, and the forces 
of empire, and then against their own corrupt masters. 

Wisdom: The wisdom of history and proverbs rings 
loudly throughout Africa. Many African nations relied 
heavily on the oral tradition, and this custom has not 
changed among the Laibon. Storytelling is an admired 
talent, expressed in courts to this night. The vampires of 
many African nations wish to build their reputation through 
deeds (and misdeeds) and have others tell their tales with 
flourishes and exaggerations. It is incorrect to describe the 
Kindred of Africa as wiser or more familial than others, 
but it is true that they place huge relevance on the passing 
down of lessons learned, and the legacies of their ancestors. 

Mystery: Africa is a vast continent, filled with myster¬ 
ies the Laibon pledge to solve. In a rare case where Laibon 
may team alongside foreign visitors possessing talent, the 


Kindred of Africa will explore their past in inhospitable 
environments, among hostile people who know too much 
about the Laibon, and seek to bring truths into the star¬ 
light. To outsiders, it may seem strange that a continent 
houses so much that is unknown, but to the Laibon, this 
spurs excitement, vision, and purpose to unlife. Just as 
the mortal populace commit to the archaeology of their 
past, the building of museums, the growth of universities, 
so too do the Laibon wish to study their origins and how 
they relate to the other bloodlines and clans of the world. 

Media 

Any writer seeking to research the African continent 
will find a plethora of fantastic resources. We hope for 
any Storytellers Vault products to come with an air 
of authenticity, as some books and shows covering the 
continent lean toward exploitation and exoticism. Take 
from these pieces of suggested media, but read and view 
widely. It bears repeating that Africa is massive, and is 
home to a diverse range of cultures, religions, and peoples. 
Fiction to Reference: 

• Things Fall Apart by Chinua Achebe 

• Americanah by Chimamanda Ngozi Adichie 

• Half of a Yellow Sun by Chimamanda Ngozi Adichie 

• We Need New Names by No Violet Bulawayo 

• The Thing Around Your Neck by Chimamanda Ngozi 
Adichie 

• Homegoing by Yaa Gyasi 

• Cry , the Beloved Country by Alan Paton 

• Disgrace by J.M. Coetzee 

• Ghana Must Go by Taiye Selasi 

• The Famished Road by Ben Okri 

• A Man of the People by Chinua Achebe 

• Foreign Gods, Inc . by Okey Ndibe 

• All Our Names by Dinaw Mengestu 
Non-Fiction to Reference: 

• Introduction to African Religion by John S. Mbiti 

• Long Walk to Freedom by Nelson Mandela 

• Dear Ancestors: poems and reflections on the African 
diaspora by C.R Patrick 

• The Horn of Africa: State Formation and Decay by 
Christopher Clapham 

• Born a Crime: Stories from a South African Childhood 
by Trevor Noah 

• Beads and Strands: Reflections of an African Woman 
on Christianity in Africa by Mercy Amba Oduyoye 

• Mau Mau and Kenya: An Analysis of a Peasant Revolt 
by Wunyabari O. Maloba 

• The Fate of Africa: A History of Fifty Years of Indepen¬ 
dence by Martin Meredith 

• Dancing in the Glory of Monsters: The Collapse of the 
Congo and the Great War of Africa by Jason Stearns 
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Films and Television to Reference: 

• Hotel Rwanda by Terry George 

• Tsotsi by Gavin Hood 

• District 9 by Neill Blomkamp 

• Blood Diamond by Edward Zwick 

• The Last King of Scotland by Kevin Macdonald 

• The Constant Gardener by Fernando Meirelles 

• The Ghost and the Darkness by Stephen Hopkins 

• Beasts of No Nation by Cary Fukunaga 

• Goodbye Bafana by Billie August 

• War Witch by Kim Nguyen 

• From a Whisper by Wanuri Kahiu 

• Hyenas by Djibril Diop Mambety 

Kindred of the 
Ebony Kingdom 

ACROSS THE EDITIONS 

Kindred of the Ebony Kingdom was released for the 
third edition of Vampire: The Masquerade, but can easily 
be updated for V20 or any of the other editions of the 
game, should you wish to tailor your writing a particular 
ruleset. For rule differences, the prominent changes are 
noted in the Vampire: The Masquerade Storytellers 
Vault Style Guide, but here we briefly go into some tonal 
differences you may wish to apply to different takes on 
Kindred of the Ebony Kingdom: 

First Edition 

Dirty Lives and Hot Passions 

As with the first edition of Vampire: The Masquer¬ 
ade, the Ebony Kingdom through a first edition lens will 
focus more on the personal struggle. 

The Magaji rulers of African domains will be corrupt 
traditionalists, breaking an upstart generation over their 
knee. Young African Kindred know the society they’re 
entering is worse than if they’d persisted as mortals, 
and struggle to fight back despite fearing a loss of their 
cultural identity. Fife is short, even for the Faibon, and 
coups rarely happen bloodlessly. 

Blood is the focus in this edition. Cultural purity, 
disease, and skirmish wars are themes present in an Ebony 
Kingdom book set in the first edition of Vampire. Faibon 
lives are cheap, and vampires rarely know where to look 
for a healthy vessel. 

Desperation in African domains leads to conflict 
between Fegacies, divided more into family lines than any 
sectarian divisions. Vampires fight over herds instead of 
territory, living dangerously and getting all their passions 
out before meeting a tragic end. 


First edition reminds us how horrifying it is to be a 
vampire, and how the Kindred act as a dark reflection 
on mortality. Be careful playing with stereotypes in this 
edition. Accentuate them, but do not exploit them. 

Second Edition 

Sorcerous Mysteries and the Unified Laibon 

Second edition was the first edition to give the Faibon 
profile, though at the time they were presented as a single 
Cainite bloodline. Though there were inferences in the 
Dark Ages books that Africa might possess its own clans, 
the Faibon were visitors in a foreign world, representing 
their continent as a whole. 

We now know their impression of ambassadorial 
influence to be false. No Faibon represented the entire 
African continent. Yet, as far as the rest of the world was 
concerned in the second edition setting, African Kindred 
were their own clan and their own sect. The latter part 
was partly true. As the Bedouin saying goes: “I, against my 
brothers. I and my brothers against my cousins. I and my 
brothers and my cousins against the world.” 

Second edition is one of discovery, both for the Faibon 
and Kindred outside Africa. There’s an air of exoticism here 
that should not be too pronounced. While an American 
Brujahmay struggle to understand Sudanese culture, it does 
not make it magical or inexplicable. Rather, this edition can 
be used for books in which European vampires attempt to 
make a foothold in Faibon territory, or the other way around. 

Second edition grasps onto counter-culture. While 
the gothic movement was subdued in most African na¬ 
tions, there have been many cultural and political storms 
throughout Africa in the most recent decade. Young Afri¬ 
cans will emulate whatever strikes them as cutting edge in 
the media, while older Africans will fear this change. This 
is not so different than elsewhere in the world, but due to 
the oppression across Africa for centuries (from imperial 
powers in Europe, mainly), the dam holding back freedoms 
and liberties to be who you wanted to be has only eased in 
the last century. Counter-culture is anything new. 

Just as the second edition of Vampire expands the 
World of Darkness, so should it do so for the Kindred 
of the Ebony Kingdom series. Fook to the big cities in 
developing nations like South Africa, Kenya, and Egypt. 
Consider the folklore and magic of Faibon history, and 
that of the hundreds of societies scattered across the 
continent. Use second edition to develop history into a 
new beast, reworking legends into Vampire chronicles. 

Second edition presents opportunity to the vampires 
of Africa, and the reader and writer of the books set in 
this edition. Do not be afraid to open the continent up 
and see what dwells inside. Remember that Africa is a 
proud, vibrant continent. It would be incorrect to assume 
a Faibon from South Africa is at all similar to one from 



























Libya, or that one from the Democratic Republic of 
Congo is the same as a vampire from Zimbabwe. Even at 
a national level, regional differences make for fantastic 
diversity, character profiles, and stories. 

Third Edition (Revised Edition) 

The Old World meets the New 

Kindred of the Ebony Kingdom is set in the third 
edition of Vampire: The Masquerade by default, and it 
is recommended you read that sourcebook before writing 
your own material. 

Fourth Edition 

(20 th Anniversary Edition) 

Oppressive Regimes and an Open , Terrifying World 

The fourth edition of Vampire: The Masquerade 
acts as an encyclopedia of all Vampire’s possibilities, and 
Kindred of the Ebony Kingdom products written with this 
in mind have a lot of new opportunities. Think bigger than 
isolated towns, distant tribes, and pre"modern culture. 
With this edition’s thinking, Africa is completely subject 
to the eyes and intrusions of the globe. Culture, the arts, 
media, and accessible technology affects change in more 
profound ways than any militia with a hoard of AK47s. 

Consider the modern changes wracking the multitude 
of African societies today. Outsider nations offer induS" 
try and mass employment, but also drudgery and loss of 
self. For the Kindred of the Ebony Kingdom, existence 
becomes something to fight for. They do not want to fall 
under Ventrue Princes and Lasombra Archbishops. A 
different form of colonialism is coming, but not with guns 
and cannon. Now, domains fall because free information 
tell the resident Laibon that it can, and should. 

The improving position of women and liberalization 
of many African cultures pits Laibon against each other, 
as the Guruhi and Osebo champion the old laws, while 
the Xi Dundu push forward their cultural revolution. It 
is a time for change in all African domains. Even for the 


Xi Dundu though, this change may come too fast and 
hit too hard for the Legacy to cope. 

Consider the amalgamation of Kindred of Laibon and 
Camarilla, or Sabbat, or Anarch. The Ashirra have a close 
relationship with the northern Laibon, and it would take 
little in tonight’s climate to see integrated cities down 
the eastern African coastline. Review also Vampire: The 
Dark Ages 20th Anniversary Edition, and the Laibon 
introduced there. The fates of the Impundulu, Bomkazi, 
and others are addressed in Beckett’s Jyhad Diary, but 
perhaps they can make a modern nights re "emergence 
in a book using fourth edition rules and tone. 

Though the Ebony Kingdom is the focus, in this 
edition, it should be expected that Laibon are elsewhere 
throughout the world. There is no reason a Shango or 
Ishtarri might not be present in European or American 
domains, potentially holding titles while posing as other 
clans, or standing in their own name. Domains containing 
broad ethnic range might see a Guruhi Prince, instead of 
a Magaji, or a Nagloper Baron! 

An Example _ 

One of the initial Kindred of the Ebony Kingdom 

releases provides exposure to a bloodline missed out of the 
original book, but present in the African continent since 
second edition Vampire. The Ghiberti family are a minor 
line of Clan Giovanni, and while they have received little 
coverage to date, small pieces of information about the 
line make them an interesting topic to expand. 

How do the Laibon feel about this outsider family? Not 
a true Legacy, but a bloodline of a European clan, when 
did the Ghiberti emerge and how did they get their Italian 
name? Beckett’s Jyhad Diary provides a little information 
on the line, but this example piece will go further. 

Read the example book to see how a bloodline or Legacy 
might be presented in Kindred of the Ebony Kingdom, 
how they integrate into Laibon society, and consider how 
your own Legacies, Disciplines, and domains should appear. 
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Kindred or the East Style Guide 



Welcome to the Kindred of the East Storytellers 
Vault Style Guide. This guide exists to help you create 
new material for the Kindred of the East setting of 
Vampire: The Masquerade. 

This guide is designed to help writers of any level of 
experience contribute work to the World of Darkness 
setting. The purpose of this guide is to demonstrate how 
to apply the correct tone and respect to a part of the 
world not covered in depth by many World of Darkness 
sourcebooks. Kindred of the East was only released to 
support one edition of Vampire: The Masquerade, but 
by using the rule clarifications in the Vampire: The 
Masquerade Storytellers Vault Style Guide, you can 
write with any ruleset in mind. 

Kindred of the East requires a great deal of coven 
age in order for it to become a fulhfledged setting in its 
own right. Whether your desire is to expand lore on the 
Courts and Dharmas introduced in the Kindred of the 


East book, write newer levels of the Wan Kuei variants 
of Disciplines such as the Shintais, Chi Arts, or Soul 
Disciplines, explain in greater detail what became of 
the bodhisattvas during the Fifth Age and the historic 
time period of Vampire 20 th Anniversary Edition: The Dark 
Ages after the Kindred of the East sourcebook Blood 
& Silk , or write Beijing by Night, developing some of 
the teasers found in Beckett’s Jyhad Diary , there exists 
a huge amount of ground to cover with Storytellers 
Vault supplements. Original ideas are just as welcome, 
should you wish to create a regional sourcebook for 
the lands dammed by the Three Gorges, write a novel 
about vampire affairs between the vampires battling 
the Ravnos in India, or create a whole chronicle series 
for a <wu tracing the ancient trail of Saulot’s pilgrimage 
throughout the continent. Kindred of the East presents 
entirely new avenues with which to explore Vampire: 
The Masquerade. 
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Kindred of the East are humans who died violently 
and in a state of spiritual decay, and are thus condemned 
to Yomi, a hell realm within the Underworld. Their 
ghosts escape and make it back into their bodies, but 
they must sustain on chi to survive. At first, they can 
only obtain it from human blood and/or flesh, but 
after years and eventually centuries of spiritual enlight¬ 
enment, they can drink a person’s breath or even draw 
chi directly from the earth itself. As former wraiths, 
having a basic knowledge of Wraith: the Oblivion will 
help craft a cohesive product. 

Metaplgt 

Kindred of the East was initially released as a hard¬ 
back sourcebook for the Second Edition of Vampire: 
The Masquerade. Prior to that, the coverage of Eastern 
vampires assumed them to be variant bloodlines; A 
World of Darkness featured the Gaki bloodline and their 
Discipline of Rift, while Dark Alliance - Vancouver for 
Werewolf: the Apocalypse featured the Bushi bloodline 
and their Discipline of Kai. Both were written out of 
continuity with the release of the the book Kindred of 
the East , which covered the different Wan Kui (vampires 
of East and South Asia), their unique Disciplines, a 
travelogue covering multiple parts of the continent, and 
material on mood, environment, culture, and antago¬ 
nists of the region. For further reading, the continent 
also receives coverage in World of Darkness 2 nd Edition , 
the various battling courts are found in Shadow War , 
and the domain of Tokyo receives detailed coverage 
in the World of Darkness: Tokyo . Beckett and his team 
discuss the Ravnos Wars briefly in Beckett's Jyhad Diary . 
The main metaplot thrust of the Great Leap Outward 
(the Wan Kuei’s expansion into North America and 
Europe) is covered in Shadow War, while the New Promise 
Mandarinate and interactions with the Camarilla are 
covered in San Francisco by Night . Prior to these events, 
the invasion of California and destruction of the Ravnos 
Antediluvian at the hands of three enlightened Wan 
Kuei (or at least, in their presence) is covered in Nights 
of Prophecy . 

With this freedom, you come in with your Story¬ 
tellers Vault material. The continent is completely open 
to you to explore and profile as you see fit. We want to 
see metaplot take place in the Asian continent, receive 
expansion there, and plant new roots in the urban 
sprawl of Tokyo, the silt along the Yangtze River, the 
division of Korea, the Taklamakan Desert, and all the 
continent’s many locations. 


Cultural Sems;t;v;t;es 

The Kindred of the East are fundamentally different - 
from the Kindred of the West. In truth, referring to them 
as “Kindred” at all is something of a misnomer. Their 
supernatural might does not descend from an ancient 1 
curse on a blooded progenitor, but from the reincarnated ^ 
mantles of corrupted heroes in the ancient past. The term \ 
Risen of the East would be a more accurate moniker, as 
they have far more in common with the fallen souls of - 
Wraith: the Oblivion, save that they have escaped from ’ 
an especial hell in a degraded but still symbolic journey 
in remembrance of those forgotten heroes. 

In general, the original Kindred of the East is written ( 
from a decidedly Western lens: that of the Kindred de- < 
scended from Caine. It strives to emphasize how different 
from the norm the Kindred of the East are, starting with 
the qualifier of the East . When writing supplements for 1 
the game line, please research the term “orientalism” 
and the signifiers of it, and simply remain aware of the i 
easy pitfalls of essentializing entire peoples and cultures. 

Asia is vast, home to the greatest number of people < 
on Earth, existing in a dizzying array of cultures. When 
creating new products, the vampires of Asia presented 
in Kindred of the East should be referred to by their 
cultural names: ki-jin and tafyD no shizoku of Japan, riri 
laka of Sri Lanka, penangallan of Malaysia, Wan Kuei i 
and gui ren of China, or simply the Hungry Dead for 
the type of creature they encapsulate. Although the line I 
previously generalized the Kindred of the East, which 
comprise a unique supernatural character type in the I 
World of Darkness as Cathayans or kuei-jin, we prefer I 
you emphasize the variety of experiences and cultures I 
of the continent by using variants of local names of 
“vampire”, “demon-person”, or “ghost-person”. Should 
you absolutely need to generalize, use Hungry Dead; 
though note that the cultural court structure defaults to I 
Chinese standard, so Wan Kuei and gui ren (for China) I 
or ki-jin (for Japan) are acceptable for those areas. 

Pharma and Chi 

The use of the term Dharma for the differing Paths I 
of Enlightenment practiced by the Wan Kuei is also a I 
sacred term in Buddhism and Hinduism. We stress the I 
use of Paths of Enlightenment rather than Dharma, 
both as a point of cultural sensitivity and system syn- I 
chronicity with Vampire: the Masquerade. Similarly, I 
Yin and Yang — the interaction and harmony between 
the complementing negative, death-associated energies I 
and positive, life-affirming ones — are specifically Taoist I 
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concepts prevalent in China, but are difficult to divorce 
from the metaphysics of chi (another traditional Chinese 
cultural adaptation). When using them as game terms, 
please be aware that this is partly a cultural lens through 
which the vampires see themselves. 

The Kindred of the East are typically divided into 
courts in a cultural structure that originated in China. 
The Chinese courts are called the Quincunx, from 
the Five August Courts that once ruled the Silk Road. 
They are joined by the Clans of the Sun in Japan, the 
Green Court of Korea, the Golden Courts of Malaysia, 
Vietnam, Laos and Thailand, the Golden Lion Court 
of Singapore, and the Infinite Thunders Courts of Sri 
Lanka and Bangladesh. Concepts such as dharma , yin and 
yang and chi can be similarly be conceived of as cultural 
Chinese influences to describe metaphysical differences. 

Geography 

People from outside Asia have made frequent 
mistakes in classifying the continent in a number of 
ways, including assuming it refers to solely East Asia, 


and assigning an outsized cultural importance to the 
People’s Republic of China and the State of Japan. The 
term Far East and East Asia results from European geo- 
political discourse in the 12th Century, which split Asia 
into three defined “easts”: the Near East, encompassing 
Western Asia (including the Near East, encompassing 
the Arabian peninsula and the furthest extent of the 
Ottoman Empire, the Middle East, which encompassed 
Central Asia and northwestern South Asia, and the Far 
East, which encompassed countries along the western 
Pacific and eastern Indian Oceans. Kindred of the 
East primarily concerns itself with East Asia (China, 
Japan, the Koreas) and Southeast Asia (including the 
Philippines, Singapore, and Thailand). South Asia, 
Pakistan and India and Afghanistan, are more typically 
the domain of Kindred of the West. 

While China has indeed dominated the historical 
and modern landscape of East Asia, and is the most pop¬ 
ulous country, and while Japan has a cultural exchange 
with America that was on the rise in the 1990s and 
reached a fever pitch, the region is home to thousands 
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of varied cultures and powerful nations with unique 
supernatural expressions. While the Hungry Dead are 
the dominant stripe of vampire, even the Kindred of 
the West find some solace and even victory within these 
lands. While the inhabitants of the different countries 
may look similar to Western media and have some 
similar aspects in their cultures, there are many serious 
cultural, physical and political differences between each 
country, and many of the countries in the region don’t 
even think in terms of “insiders and outsiders”. 

In general, you are advised to write books carefully 
and with consideration to the people, countries, and 
cultures you are depicting. If you want to write about 
vampires subsisting by the Korean DMZ, write also about 
the families and lineages split by a half century of war and 
fear. If you wish to explore the great industrial cities of 
China, be sure to talk about the Belt and Road Initiative 
recreating a modern Silk Road to rival the ancient one. 




• Infernal Affairs by Alan Mak, & Andrew Lau 

• Oldboy by Park Chan-wook 

• A Better Tomorrow by John Woo 

• Big Trouble in Little China by John Carpenter 

• Bullet in the Head by John Woo 

• A Chinese Ghost Story by Siu-Tung Ching 

• High and Low by Akira Kurosawa 

• The Last Emperor by Bernardo Bertolucci 

Kindred or the East 

ACROSS THE EoiTiCNS 


Any writer seeking to research the Asian continent 
will find a plethora of fantastic resources. We hope 
for any Storytellers Vault products to come with an 
air of authenticity, as some books and shows covering 
the continent lean toward exploitation and exoticism. 
Take from these pieces of suggested media, but read 
and view widely. It bears repeating that even divided 
into Western conceits of “East” and “Southeast” Asia, 
the lands are massive and home to a diverse range of 
cultures, religions, and peoples. 

Fiction to Reference: 

• Bridge of Birds, Eight Skilled Gen¬ 
tlemen, The Story of the Stone 
by Barry Hughart 

• The Orphan Master’s Son 
by Adam Johnson 

• Fox Girl by Nora Okja 
Keller 

• Shogun by James Clavell 

• Silence by Shusaku 
Endo 

Non-Fiction to Reference: 

• The Book of Five Rings by 
Miyamoto Mushashi 

• The Analects of Confucius 

• The Art of War by Sun Tzu 

• The Tao of Pooh by Benj amin Hoff 
Films and Television to Reference: 

Though it covers much of the Far East, Hong Kong 

action movies cast a long shadow over Kindred of the East. 


Kindred of the East was released for the second 
edition of Vampire: The Masquerade, but can easily 
be updated for V20 or any of the other editions of the 
game, should you wish to tailor your writing a particular 
ruleset. For rule differences, the prominent changes are 
noted in the Vampire: The Masquerade Storytellers 
Vault Style Guide, but here we briefly go into some 
tonal differences you may wish to apply to different 
takes on Kindred of the East: 

Ffasr Edition 

Sinful Lives and Undead Passions 
Two bloodlines stand out in First Edition Vampire: 
the Gaki, or jiki-ketsu (“blood-suckers”), and the Bushi, 
who hew to a corrupt version of bushidD, the Edo-period 
samurai code of behavior. While both interpret the 
Caine mythos through the lens of Japanese mythology, 
the Gaki believe themselves to descended from 
Izanagi (Caine) and Izanami (Lilith), equat¬ 
ing Japan with the Land of Nod; the 
Bushi believe in their descent from 
Susanoo, the Japanese kami of 
sea and storms, whose children 
were banished from the day’s 
light when their father tricked 
1 the sun kami Amaterasu into 
a cave for a time. Vampires of 
the East exist in a strict caste 
system based out of Japan, and 
do battle with foreign shape- 
shifters called hengeyokai in the 
rest of the Asian continent. Both 
bloodlines revolve around some 
manner of right conduct and the Shin- 
to-Buddhist conception of uncleanliness. 

Both too revolve around the concept of sin and 
personal conduct. 





















36 


World or Darkness Style Guide 


Neither bloodline (referred to as full clans), nor their 
mechanics, were updated for subsequent editions. Nor 
are vampires outside of Japan mentioned. Descriptions 
for these bloodlines and their unique disciplines can 
be found in World of Darkness First Edition (Gaki) 
and Dark Alliance: Vancouver (Bushi). 

As with the first edition of Vampire: The Masquer¬ 
ade, playing the Kindred of the East through a first 
edition lens will focus more on the personal struggle 
of being a vampire in a massive and stratified social 
network that towers over you by centuries, akin to a 
Wraith chronicle. The Hungry Dead will find themselves 
wrestling with their own sins. 

The clans and castes are hoary and inscrutable, 
almost impenetrably dense, full of ancient immortals 
demanding impossibly high standards from the young 
vampires running the streets. Blood is cheap, while chi 
comes pumping in veins rather than breathed through 
the lungs. Blood is, as ever, the focus in this edition. 
Crime, the sins of mortality and the Kindred alike, are 
themes present in an East book set in the first edition of 
Vampire. Hungry Dead unlives are cheap, and enlight¬ 
enment seems a goal for the far future, when survival 
in the tonight is more immediate. 

As many Asian nations experience a period of eco¬ 
nomic boom, the gulf between the rich and poor grows, 
mirroring the most desperate lands of the Americas. This 
leads to conflict between different gangs of criminals, all 
of whom have various backers among the sinful Hun¬ 
gry Dead. They fight over mortal concerns, looking at 
territory and not blood, living dangerously and getting 
all their passions out before a tragic shootout claims 
their short lives. However, more often than not, some 
of those gangsters get back up when the shooting’s done. 

First edition reminds us how horrifying it is to be a 
vampire, and how the Kindred act as a dark reflection 
on mortality. The Bushi and the Gaki display much 
of this superior attitude over mortals common in first 
edition. Be careful playing with stereotypes in this 
edition. Accentuate them, but do not exploit them, 
especially given the ease of which Asian characters are 
stereotyped in media. 


Secohd Ed;t;oh 

Grand Sorceries and the Splendor of the East 

Kindred of the East is set in the second edition of 
Vampire: The Masquerade by default, and it is recom¬ 
mended you read that sourcebook before writing your 
own material. Many of the line’s major books were 
published just after the change to Revised. 

However, as noted before, it is impossible for any 
singular book to capture the many different nations 
and cultures of East Asia. Readers and writers of new 
material are encouraged to take the book’s material as 
simply another component of research when writing 
their own material for games. 

Th?im» EoiTiCN CRevised EomoN) 

The Orient and the Occident 

Many of Kindred of the East’s supplements come 
during the Revised era, yet they are largely in line with 
second edition sensibilities. Consider both perspectives 
when reading the supplements. 

In the Revised edition, the Kindred of the East must 
contend with a rapidly changing world that extends far 
beyond Asia and into an era of globalization. Conflicts 
with the West are frequent and inevitable, as the Quin¬ 
cunx seeks to flex their might and acquire territories in 
North America along lines of the pan-Asiatic disaspo- 
ra. Their counterparts in Japan do the same, and the 
once-derided view of the Asian Century — the idea that 
Asian nations will become the dominant world powers in 
the 21 st Century—begins to claim the minds of ancients 
as the Wheel turns and they are ascendant once more. 

One notable book set in the third edition of Vam¬ 
pire: The Masquerade by default is World of Darkness: 
Blood & Silk, a supplement for the Dark Ages line. 
While it is based around a thoroughly medieval sensi¬ 
bility, it has several important rules updates and has a 
general strength and power level that is more apropos 
to the 20 th Anniversary Edition of Vampire. 

Of a final note: the Kindred of the East lose three 
of their most enlightened vampires to the rising of the 
Ravnos Antediluvian during the Week of Nightmares, 
a consequence of a fierce-three day battle. It takes three 
of these ancient beings to hold back the Kindred titan, 
and the stalemate is only ended when an outside force 
bombards their battlefield in sunlight and nuclear 
weapons. It is this event that breaks the longstanding 
aloofness and turns the Kindred of the East towards 
seizing their protection in far-off lands. 
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Fourth Edhich 

(20 th Anniversary Ed;t;cn) 

A Brave New World and the Turning of the Wheel 

The fourth edition of Vampire: The Masquerade 
acts as an encyclopedia of all Vampire’s possibilities, 
and Kindred of the East products written with this in 
mind should keep in mind the myriad of possibilities. 
Think full globalization, a faltering America, and the 
overarching, resurgent dominance of Chinese culture, 
influence, and economics. With this edition’s thinking, 
Asia is a power player on a global stage, with North Korea 
looking to gain access to nuclear status, Japan worrying 
over the past, and China taking the stage along the 
United States and a resurgent Russia as superpowers. 
Technology and social media can change minds faster 
than tanks, and the attitude of colonialism subtly flips. 


The Camarilla begins to contend with the Courts 
as equals, with ambassadors of each taking residence in 
the domains of the other, while the Sabbat find their 
religious sensibilities breaking against the bulwark of the 
ancient enlightened beings at the heart of the Courts. 
The Sabbat’s sheltering of the last Salubri, too, causes 
inordinate difficulties, as the Wan Kuei loathe the spawn 
of Zao Lat. The Anarchs are offered individual shelter, 
as the Hungry Dead see the easiest way to break the grip 
of the Camarilla to be offering succor to their enemies. 
Review Vampire: The Dark Ages 20th Anniversary 
Edition for that edition’s view of the Silk Road and 
the Salubri Watcher Caste, and Beckett’s Jyhad Diary 
for the ancient battles with the Ravnos. 


































1 elcome to the Vampire: The Dark Ages Storytellers 

V V Vault Style Guide. This resource will assist you in cre¬ 
ating new material for the horror roleplaying game, Vampire: 
The Dark Ages. 

This guide will assist new and experienced writers alike 
in finding the correct tone for their Vampire: The Dark 
Ages sourcebook. Each edition of Vampire: The Dark Ages 
focuses on a different era of the historical period known as 
the Middle Ages, and understanding the backdrop of each 
edition will assist in making your product feel more authentic. 
The differences between each edition follow this introduction. 

Whether you decide to write a new sourcebook covering 
the Mongol Invasion from a Cainite’s perspective, a city 
book for Middle Ages Winchester, or a novel exposing the 
Lhiannan bloodline, this guide will provide you the building 
blocks and reference tools to get started. 

The Middle Ages contains a plethora of historical story 
hooks you can incorporate into Dark Ages books. These 
do not need to be restricted to the years of 1197 C.E., 1230 
C.E., or 1242 C.E. (matching the editions of each Dark Ages 
edition), as your books can exist in and around those years. 
Some of the bigger themes and potential stories for this period 
of history include the Reconquista, the Inquisition, and the 
Crusades. The Black Death and Great Famine also work as 

excellent backdrops for Dark Ages chronicles. Ultimately, j 
D ark Ages sourcebooks can exist at any time from the fall 1 
of the Roman Empire heading into the Cainite Long Night, ' 
through to the commencement of the Renaissance, and the 
Anarch Revolt. 

The following are useful literary sources of inspiration 
for the Dark Ages setting: 

Fiction to Reference: The Dark Ages Clan Novel Series; The / 
Brother Cadfael Mysteries; The Pillars of the Earth; The Name of 1 
the Rose; Azincourt; The Winter King; Fortune Like the Moon; V 
Vampire Crusader; Vampire Outlaw . 

Non-Fiction to Reference: The History of the Devil and the 
Idea of Evil; The Cathars and the Albigensian Crusade; Life in a j 
Medieval City; Life in a Medieval Village; Life in a Medieval Cast- 1 
le; Historical Atlas of the Medieval World; The Oxford Illustrated \ 
History of Medieval Europe; Everyday Life in the Middle Ages; A 
History of Venice; A Short History of Byzantium; The Crusades: A 
Short History; A History of the Crusades; The Monks of War: The 
Military Religious Orders; and many, many more... / 

Films to Reference: Kingdom of Heaven, The Name of the \ 
Rose, Henry V, The 13 th Warrior, El Cid, The Lion in Winter, 
Excalibur, Highlander, Underworld: Rise of the Lycans, Flesh & ( 
Blood, Vikings, The Tudors, Braveheart, Merlin, Ever After, Hamlet, 
King Arthur, Am - The Knight Templar 
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Faith and Wretchedness 
(Bark Hues: First Edition) 

Salty calie to mortals anb oampires alike, as tyc Ctrusabcs rage at ib 
Cai Hites take to pilgrimages of redemption anb conguest. 


Tone: The original edition of Vampire: The Dark Ages exu¬ 
des the bleakness of existence in a world where monsters openly 
prowled the night. Set in 1197 C.E., faith is strong among mortals 
and vampires alike, the Crusades beckoning creatures hungry for 
power and blood into scheming and war. The only light a vampire 
will see in this era is fire, whether from a flickering candle, a bur¬ 
ning torch, or a terrifying inferno. Warmth and visibility provide 
no comforts for creatures who despise the purity of the flame. 

As disease frequently wracks the mortal population of 
Europe, and belief is contested on the fringes of the so-called 
Holy Roman Empire, some vampires find themselves drawn 
to ancient Methuselahs with immortal schemes. Yorak and his 
Cathedral of Flesh dominate the Voivodate in Eastern Europe. 
Michael and his Trinity manipulate Constantinople. Hardestadt 
wages war with the Tzimisce from his Germanic holdings. The 
Tremere struggle for survival in the midst of conflict. The Ca¬ 
ppadocians have yet to fall to the Giovanni, while the Salubri 
barely cling to existence. 

Vampire: The Dark Ages reminds its readers that all do¬ 
mains are isolated. Islands in the wilderness, one Prince handles 
her fiefdom far differently to her closest neighbor. That neighbor 
may not be far in distance, but to make the journey in an age 
where night travelers were few and slowed by both environment 
and transport makes every trip perilous. Worse vampires than 
you stalk the wilds, along with werewolves and other monstrous 
beasts that have yet to disappear along with peasant superstition. 

Existence is dire for anyone not among the nobility or 
the clergy in Vampire: The Dark Ages, and most members 
of those two groups are sinful in the extreme. Vampires are 
Cainites: wretched parasites and predators descended from the 
first murderer, and open in acknowledgement of their ancestry. 

Themes: The pursuit of faith, the wretchedness of the poor, 
monstrous elders, Cainite heresies, the Crusades. 

Setting Advice: Settings and sourcebooks for Vampire: 
The Dark Ages should keep filth and sin in mind. This ori¬ 


ginal edition feels raw and brutal on the Cainites represented 
within it. Vampires detailed in city books have their destinies 
written out, reminding the reader that almost all Cainites die 
horrible deaths. 

Vampire: The Dark Ages regionalizes the clans, placing the 
Ventrue in power in the British Isles, Northern Europe, and 
France, the Lasombra and Assamites in Iberia, the Tzimisce in 
Romania, Hungary, and the western edge of the Rus kingdoms. 
At this time, clans are each power blocs, stemming from the 
Long Night. 

In this era, neonates can approach Methuselahs such as 
Mithras and Japheth, if they dare attempt to gain wisdom, make a 
threat, or undertake a mission for a clan. Disparate coteries join 
under the command of one of the regional vampire monarchs, 
claiming entire domains as reward for loyalty. Many chronicles 
will form around founding new towns, populating them with 
kine, and declaring the protagonists as Princes, or whatever the 
local title would be. 

Rules and Design Advice: Vampire: The Dark Ages uses 
a modified version of the Vampire: The Masquerade Second 
Edition ruleset. Abilities such as Acting, Larceny, Herbalism, 
Music, and Science all make appearances in this edition of 
Vampire, but will be gone by the next one. Their inclusion 
affects the use of some Disciplines. In this edition, Mortis is 
not a blood magic Discipline (it doesn’t have multiple Paths). 
This edition acts as a natural prologue to Masquerade era 
games, with characters and events in the sourcebooks directly 
linking to events in the Final Nights, such as the Cappadocians 
acting more as a Giovanni prologue than as a full-fledged clan 
in their own right. 

Sourcebooks to Reference: Vampire: The Dark Ages, 
Libellus Sanguinus I-IV, Constantinople by Night, Iberia by 
Night, Transylvania by Night, Transylvania Chronicles I-II, As¬ 
hen Knight, Wolves at the Door, Thieves in the Night, Cainite 
Heresy, Veil of Night. 
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%i>( 2B<tr of princes (Dark 5tges: ©ecotiv) €v>itioti) 

Cainite nobility brings down its heel on the ranks of lesser vampires, 
forcing rebellion, war, and the formation of the Inquisition. 


Tone: In Dark Ages: Vampire, the scope of the game 
changes to encompass a grander world, where domains 
are not disparate fiefdoms, but parts of larger kingdoms. 
Mithras controls the British Isles, dubbing them the Bar¬ 
onies of Avalon. Instead of Princes, Mithras’ appointed 
rulers are dubbed Barons. In the Voivodate spanning all 
of Tzimisce territory, the Voivode of Voivodes Vladimir 
Rustovitch attempts to mobilize his clan against the 
Tremere. The Tremere meanwhile attempt to find common 
ground with Hardestadt’s Fiefdoms of the Black Cross. 
Prince Alexander controls Paris, and around him sit the 
Courts of Love. The Lasombra dominate the Iberian 
Peninsula in what is now Spain and north-west Africa as 
the Sea of Shadows. 

These kingdoms and empires clash in a centu- 
ries-long event known as the War of Princes. Vampires 
hide among mortal armies, command ghoul knights to 
do their bidding, and launch devastating attacks on rival 
territories for the causes of annexation or destruction. 
The Long Night is at an end, and peaceful accords are 
a thing of the past. 

Where the previous edition’s predominant focus 
on both mortal and Cainite faith introduced the readers 
to new heresies, rituals, and the Trinity of Constantino¬ 
ple, Dark Ages: Vampire cleaves more to the political 
gamesmanship of the Middle Ages. Set in 1230 C.E., 
much of Europe is in flux, as kings command invasions 
and monarchs find their heads being cut off or bashed 
in with alarming regularity. Cainites slip seamlessly into 
the vacuums, and start running entire mortal provinces 
openly. These same Cainites are divided into two groups: 
High Clans and Low Clans. These definitions differ de¬ 
pending where in the world the vampires are. In Egypt, 
the Followers of Set are a High Clan. Everywhere else, they 
are not. The reverse is true with noble High Clan Ventrue 
in the British Isles and those same Ventrue being treated 
like dirt the farther south or east they travel. 

Dark Ages: Vampire introduces the Inquisition in 
earnest. Elders throwing neonates into war as fodder for 
their great schemes creates much bloodshed. Vampire 
openly attempting to take advantage of the Crusades so 
they can assassinate rivals or steal artifacts from Jerusa¬ 
lem and Constantinople draw eyes to their direction. 
The Inquisition responds in this era, as vampires find 
they may no longer be the apex predators. Mortals now 
require subtle manipulation, as blatant commands draw 
the Church’s eyes. 


This edition emphasizes the Roads alongside Human¬ 
ity. Writing for Dark Ages: Vampire entails understanding 
the difference between the Roads and the types of vampire 
who followtheseunreliable, alien, predatory philosophies. 
Despite varying views, the clan novel series introduced for 
Dark Ages exemplified how this edition of the game caters 
to mixed coteries including an Assamite, a Cappadocian, 
a Tzimisce, and a Gargoyle. In the previous edition this 
would not have been possible. Sub-factions of each Road, 
clan, and kingdom emerge as small political movies such 
as the Prometheans and the Furores step up to take the 
fight to the Methuselahs and Antediluvians. 

Themes: The corruption of nobility, cosmopolitan 
coteries, manipulation of mortal tragedy, philosophical 
crusades, High Clan / Low Clan divide. 

Setting Advice: This edition expands the World of 
Darkness to include a broader cornucopia of concepts, 
themes, clans, bloodlines, Roads, and approaches to 
undeath. Your books should do this as well. 

Dark Ages: Vampire does not concern itself with 
character destinies, meaning a character’s fate should be 
decided away from the table with the player involved. There¬ 
fore, the Cappadocians in this edition are less concerned 
about what the Giovanni will later do to them. All other 
clans receive seeds through city sourcebooks, chronicle 
books, and the Guides to the High and Low Clans. 

Rules and Design Advice: Dark Ages: Vampire uses 
a modified version of the Vampire: The Masquerade Re¬ 
vised (Third) Edition ruleset. In this version of Vampire, 
characters’ Road ratings resulted in their producing an 
invisible aura. The aura affects other characters’ percep¬ 
tions, depending on the monstrosity or humanity of the 
protagonist. Roads are as factionalized as clans in this 
edition. Dark Ages: Vampire introduced multiple Paths 
for the Discipline of Mortis, and emphasized the difference 
between High Clans and Low Clans (though the split was 
region-specific). Dark Ages: Vampire removes the Abilities 
mentioned in the entry above, introducing Expression, 
Larceny, Commerce, Performance, and Theology Disci¬ 
plines in this edition derive from some of these Abilities. 
The Metaplot in this edition feels self-contained, with 
little reference to Gehenna or other Masquerade events. 

Sourcebooks to Reference: Dark Ages: Vampire, 
Player’s Guide to the High Clans, Player’s Guide to the 
Low Clans, Dark Ages Europe, Dark Ages British Isles, 
Devil’s Due, Road of Humanity, Road of Heaven, Road 
of the Beast, Road of Sin, Road of Kings. 



IS 























R Blight Upon the World 
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Fire-lit islands in a sea of dark wilderness pockmark the landscape ; 
signalling to wandering predators that blood is near, and new kingdoms await 


Tone: The tone of V20 Dark Ages is one of prophecy and 
foreshadowing, mixed with a more global approach to the his¬ 
toric Middle Ages. The sheer number of bloodlines included 
in V20 Dark Ages goes some way to understand the design 
philosophy behind this edition: give the players options. The 
world maybe darker than usual in 1242 C.E., the Mongols may 
be less than a year away from their invasion commencement, 
but due to the quickening of travel and trade methods, this is 
the first Dark Ages book in which characters from anywhere 
on the map could conceivably get to the other side, either by 
ship or after a long-fought slog with nature’s protectors. 

The foul treatment the elders deliver to fledglings and 
neonates in this era forces many to abandon their home 
domains and take up arms against their former lieges. This 
proto-Anarch Movement (ascribed sometimes to a group 
called the Prometheans, at others the Furores), represents the 
neonate enraged about being thrown into the meatgrinder 
by uncaring elders. This idea rebellion creates great pressures 
and dramas in a coterie. 

The War of Princes goes on, but takes a lower focus to the 
inner workings of cities, kingdoms, and prominent vampires. 
Bloodlines emerge as if from nowhere, a tragic reflection on 
the splintering of clan-strict organizations. The High Clans 
and Low Clans divide disappears, inconsequential when 
Cainites travel with greater ease to the domains of outsiders. 
Even if the Toreador was a High Clan member in France, she’s 
scum in a city possessing few Toreador. As childer bemoan 
their fate and tease the Anarch Revolt two centuries later, the 
Inquisition ramp up their purges of vampire havens. 

V20 Dark Ages presses for player and Storyteller options 
in the form of obscure Disciplines and bloodlines, and 
presents its iconic characters as originating from multiple 
ethnicities and culture. This demonstrates the worldliness 
of the Cainites. It’s been a long time since the Great Flood, 
and it’s natural that vampires may originate from anywhere 
in the world. This accurately reflects Middle Ages Europe, 


which contained a huge range of ethnicities and cultures. 

Themes: The past approaches the present, cosmopolitan 
views, diverse coteries, death to the old ways, the Mongol 
Invasion, 

Setting Advice: It is easy to read V20 Dark Ages and find 
the book size at times impressive, and at others overwhelming. 
To understand the diverse setting and multiple viewpoints 
present in this edition, it is helpful to read the V20 Dark 
Ages Companion, as it profiles multiple domains of difference 
sizes and structures. 

The worldliness of the Cainites in this edition is horrifying, 
as now the number of beasts vying for a vampire’s territory are 
vast, and not every vampire knows who or what that Cainite 
is. By opening up the setting, V20 Dark Ages poses mysteries 
as to the fate of obscure bloodlines and characters. 

If you use this edition, we recommend creating books 
based on your strongest interests in the period. This edition 
is so broad in scope, that any city, bloodline, iconic character, 
or Discipline can defensibly receive expansion. It is always 
stronger to write about a subject that motivates the writer. 

Rules and Design Advice: V20 Dark Ages uses a modified 
version of the ruleset from Vampire: The Masquerade 20th 
Anniversary Edition. The function of the Dodge Ability is 
absorbed into the Athletics Talent, and Awareness is also 
added to the Ability list for use in detecting supernatural 
creatures and some of the Auspex Discipline levels. This 
edition contains all bloodlines and Disciplines previously 
presented in Dark Ages (and some new ones), and introduces 
new rules to Disciplines including Celerity, Dementation, 
Potence, Quietus, and Obfuscate. V20 Dark Ages handles 
derangements slightly differently to previous editions. Roads 
expand to include variants, including different faiths falling 
into the Road of Heaven’s separate Paths. 

Sourcebooks to Reference: V20 Dark Ages, V20 Dark 
Ages Companion, V20 Dark Ages Tome of Secrets. 
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Metaplot 

Victorian Age was initially released as a limited run of three books: Victorian 
Age Vampire, Victorian Age Vampire Companion, and London by Night . Three Victorian 
Age Vampire novels were also released, and the period appears in brief within The 
Ventrue Chronicle, Giovanni Chronicles, and Transylvania Chronicles . With the open 
space this provides, you can use your imagination to its fullest, pulling on the 
tone and mood of the era instead of feeling beholden to dozens of sourcebooks. 

Some of the bigger metaplot events for this period of history include the 
burning of Chicago, the Second Sabbat Civil War, and the events involving 
Mithras and Kemintiri from within the Vampire novels set in this period. These 
events are few, which gives you room to expand metaplot as you see fit. 


History 

The historic period will likely provide a lot of inspiration for your work. It 
is impossible to think of the Victorian era from a British perspective without 
imagining misUclogged London cobblestone streets, twisting alleys, stinking 
paupers, and murdered prostitutes. The shadow of Jack the Ripper looms large 
over this era. Vampire grow concerned about the depths to which humanity can 
reach. While serial killers have undoubtedly existed before Saucy Jack, he was 
the first to receive frequent internal coverage, and of course, never be identified. 

In the rest of the world, empires form and fall. While Spain’s grip over the 
Americas erodes swiftly, Britain exerts itself as the most powerful empire of the 
time, with dominion over Canada, India, Australia, and South Africa by the 
conclusion of the 19 th century. Meanwhile, America is finding itself in its first full 
century as an independent nation, descending to civil war as brother fights brother 
over slavery and secession. France and Prussia war, leading to the formation of the 
united German state under Kaiser Wilhelm I. Medicine advances by leaps and 
bounds, technology progresses and increases human suffering in some ways, while 
it decreases it in others. Cities become dangerous through organized crime and 
overpopulation, secret societies and the booming opium industry. Trade appears 
to hold more power on the world stage than military might, though this theory 
will be tested again in the opening two decades of the next century. 


Whatever your experience level in writing roleplaying games, you will find 
this guide useful for finding the appropriate tone for Victorian Age. Unlike 
Dark Ages and Masquerade, Victorian Age was originally released to support 
only one edition of the game. With that in mind, this Style Guide posits a few 
“what-ifs?” regarding how this era might be different if treated from a 1 st or 2 nd 
or 4 th edition perspective. We have also chosen to return to the original Vampire 
naming convention as found in the 1 st , 2 nd , and 4 th editions of Vampire: The 
Masquerade. Any system examples will be using Vampire: The Masquerade 20 th 
Anniversary Edition as the ruleset, but as a content creator, you are permitted 
and encouraged to write for the edition that suits you best. 

Victorian Age holds a massive volume of undiscovered and unexploited 
geography, lore, and powers. Perhaps you’ve always wanted to write an English 
language Paris by Night, but feel it would be best to place it in the late 19 th 
century with a thrilling conclusion at the Moulin Rouge. Maybe you want to 
explore some of the Drowned Legacies introduced in Beckett’s Jyhad Diary, and 
check what they’re up to in the 19 th century South American continent. Or 
possibly you love historical events, and want to position interactions between 
Kindred and the evenexpanding British Empire, the Industrial Revolution, 
the H.H. Holmes murders, the American Civil War and “Wild West”, or the 
upcoming Boxer Rebellion. There are many avenues to explore in Victorian 
Age, and they’re not restricted to Queen Victoria’s Britain. 
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Several terms just evoke the Victorian era: Gaslights and fog. The foundation 
of the telegraph and Morse code. Social reform — both violent and diplomatic. 
Mass transit in the form of the smokeTelching underground train and the taxi 
cab. Jack the Ripper. Sexual repression and guttenstreet grime. Crooked alleys 
and windswept rural vistas, drenched in a drizzle of rain. 

The mood of the Victorian era is by no means uniform the world over, but 
a widespread feel of British imperial oppression certainly exists, as other historic 
empires fall by the wayside. So much archetypal literature finds itself set in London, 
as the world’s central city. Pull from the fog, the smoke, the soot, and the scum. 
Use every accent, every stereotype, and all the seeming danger of the time, and 
add an edge of Vampire. What differs about the courts of Victorian England when 
Kindred prey in the shadows? How does the oppression of colonialism differ from 
vampires ride the bellies of both the imperialists and the subjugated? What does a 
Ventrue or Malkavian make of the rise of the sequence murderer? If mortals can 
act in such horrifying, ungodly ways, does that grant Kindred the same permission? 


Literature 


This is the era in which gothic literature truly comes to life, three of the 
most famous horror novels being Mary Shelley’s Frankenstein , Oscar Wilde’s 
The Picture of Dorian Gray , and Bram Stoker’s Dracula, Released at opposite 
ends of the century, Frankenstein and Dracula provide wonderful capstones for 
a surge of horror released in this century. Of course, it would be remiss to not 
also mention the fantastic works of Charles Dickens, Arthur Conan Doyle, 
Jane Austen, Leo Tolstoy, Alexandre Dumas, and Fyodor Dostoyevsky. These 
authors — among many others — help define an amazing century for literature 
profound in its delivery of drama, mystery, fear, introspection, and longing. 
The following are useful literary sources of inspiration for the V setting: 

Fiction to Deference: 

• The Victorian Age Vampire Novel Series by Philippe Boulle 

• The Vampyre by John Polidori 

• Dracula by Bram Stoker 

• Frankenstein by Mary Shelley 
M elmoth the Wanderer by Charles Maturin 
The Picture of Dorian Gray by Oscar Wilde 
Camilla by Sheridan LeFanu 
The Turn of the Screw by Henry James 
Pride and Prejudice by Jane Austen 
Jane Eyre by Jane Austen 
From Hell by Alan Moore and Eddie Campbell 
W uthering Heights by Emily Bronte 
Crime and Punishment by Fyodor Dostoyevsky 
The Crimson Petal and the White by Michael Faber 
Age of Innocence by Edith Wharton 
The Count of Monte Cristo by Alexandre Dumas 
The Adventures of Huckleberry Finn by Mark Twain 
Anna Karenina by Leo Tolstoy 
The Waterworks by E.L. Doctorow 
A Tale of Two Cities by Charles Dickens 
Great Expectations by Charles Dickens 











































War and Peace by Leo Tolstoy 
The Brothers Karamazov by Fyodor Dostoyevsky 
The Adventures of Sherlock Holmes by Arthur Conan Doyle 
Moby-Dick or, The Whale by Herman Melville 
A Study in Scarlet by Arthur Conan Doyle 
The Tell-Tale Heart and Other Writings by Edgar Allen Poe 
The Strange Case of Dr. Jekyll and Mr. Hyde by Robert Louis 
Stevenson 

Tipping the Velvet by Sarah Waters 

Non-Fiction to Deference: 

The Devil in the White City: Murder, Magic, and Madness at 
the Fair That Changed America by Erik Larson 
The Ghost Map: The Story of London’s Most Terrifying Epidemic 
- and How it Changed Science, Cities, and the Modern World 
by Steven Johnson 

The Suspicions of Mr. Whicher: A Shocking Murder and the 
Undoing of a Great Victorian Detective by Kate Summerscale 
Bury My Heart at Wounded Knee: An Indian History of the 
American West by Dee Brown 

Inside the Victorian Home: A Portrait of Domestic Life in Victorian 
England by Judith Flanders 
The Gangs of New York by Herbert Asbury 
Victorian London: The Tale of a City 1840-1870 by Liza Picard 
What Jane Austen Ate and Charles Dickens Knew: From Fox 
Hunting to Whist—the Facts of Daily Life in 19th-Century En¬ 
gland by Daniel Pool 
Life on the Mississippi by Mark Twain 
Krakatoa: The Day the World Exploded by Simon Winchester 
12 Years a Slave by Solomon Northup 
The Peculiarities of German History: Bourgeois Society and 
Politics in Nineteenth-Century Germany by David Blackbourn 
and Geoff Eley 

A Nervous Splendor: Vienna by Frederic Morton 
The Complete History of Jack the Ripper by Philip Sugden 
London in the Nineteenth Century: A Human Awful Wonder of 
God by Jerry White 

Autumn in the Heavenly Kingdom: China, the West, and the Epic 
Story of the Taiping Civil War by Stephen R. Platt 
City of Dreadful Delight: Narratives of Sexual Danger in Late-Vic- 
torian London by Judith R. Walkowitz 

Films and Television to Deference: 

• From Hell by the Hughes Brothers 

• Ripper Street by Richard Warlow 

• Gangs of New York by Martin Scorsese 

• The Onedin Line by Cyril Abraham 

• Roots by Alex Haley 

• Anna Karenina by Joe Wright (among many other versions 
by many other directors) 

• Tipping the Velvet by Andrew Davies 



The Crimson Petal and the White by Lucinda Coxon 
Deadwood by David Milch 
Tess of the D’Urbervilles by David Nicholls 
Penny Dreadful by John Logan 
Bleak House by Andrew Davies 
Bram Stoker’s Dracula by Francis Ford Coppola 
The Phantom of the Opera by 
The Elephant Man by David Lynch 
The Woman in White by Tim Fywell 
Amistad by Steven Spielberg 
The Innocents by Jack Clayton 
The Asphyx by Peter Newbrook 
Mary Shelley’s Frankenstein by Kenneth Branagh 
The Raven by James McTeigue 
I Sell the Dead by Glenn McQuaid 
House of Usher by Roger Corman 
The Hound of the Baskervilles by Terence Fisher 
Gothic by Ken Russell 
Frankenstein by James Whale 

Victorian Age 
across the Editions 

Victorian Age was originally released for the third edition 
of Vampire: The Masquerade, but can easily be updated for 
V20 or any of the other editions of the game, should you 
wish to tailor your writing a particular ruleset. For rule dif¬ 
ferences, the prominent changes are noted in the Vampire: 
The Masquerade Storytellers Vault Style Guide, but here we 
briefly go into some tonal differences you may wish to apply 
to different takes on Victorian Age: 

First Edition 

Streaks of Grime and Stains of Blood 

As with the first edition of Vampire: The Masquerade, 
the Victorian era through a first edition lens will focus more 
on the personal struggle. 

For vampires of title or nobility, the struggles are ones 
of societal conservatism. Ask whether the vampires in a Vic¬ 
torian era court blanche at the thought of feeding in front 
of each other, or if Kindred need to join secret societies and 
gentleman’s clubs to drink openly. Consider the improving 
position of women and desperate role of ethnic minorities in 
imperialist domains, and how it might affect Kindred society. 

For vampires from working class or underworld stock, 
diseased blood is still a risk, and discreet havens drenched 
in the smoke of roaring trains are commonplace. While the 
noble vampires dwell in the polished parts of the city, the 
lower classes squat in grease and grime, attempting to eke out 
their need for blood from beggars, thieves, and prostitutes. 
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First edition reminds us how unpleasant it is to be a 
vampire, and how the Kindred act as a dark reflection on 
mortality. Twist the stereotype further for Kindred society. 


Second Edition 


Secret Societies and Deadly Wagers 

For all its advances, the Victorian era is one of languorous 
mood for the rich, and dreadful struggle for the poor. Impe- 
rialism provides an easy, luxurious life for those at the top of 
the tree, and a life of workhouses, prison, and imminent death 
for those without such privilege. In such a society, alternative 
lifestyles rise to the fore. This is where the second of edition 
of Vampire: The Masquerade becomes prominent. 

Embrace the gothic grandeur of 19 th century cathedrals 
and the horror of chugging, pumping, smoke-belching facto- 
ries dotting the countryside and city alike. Immerse in the 
opium dens and dramatic hunt for serial killers such as Jack 
the Ripper, H.H. Holmes, and Agnus McVee. Join the secret 
societies of rich gentlemen and depraved ladies, who will do 
anything for a spike of pleasure. 

Just as the second edition of Vampire expands the World 
of Darkness, so should it do so for the Victorian Age series. 
Do not feel confined to the metropolitan area of London, 
when horror stalks the Baskerville moors and the reaches of 
colonial power. In this era, with mortals so readily available, 
vampires will drive themselves to excess for the thrill of it. 

Third Edition (Devised Edition) 

Iconic Figures and Society’s Rot 

Victorian Age was originally set in the third edition of 
Vampire: The Masquerade by default, and it is recommended 
you read that setting and era sourcebook before writing your 
own material. 

Fourth Edition 

(20 th Anniversary Edition) 

Industrial Oppression and a Twisted World 

The fourth edition of Vampire: The Masquerade acts as 
an encyclopedia of all Vampire’s possibilities, and Victorian 
Age products written with this in mind have a great deal to 



play with. Think bigger, more existential, and to more than just 
the gutter-dwelling ruffians and stuck-up masters of Dickens. 

This is an era where the skills of vampires Embraced the 
century before are suddenly redundant. The rise of industry 
and technology have rendered the master artisan redundant, 
torturing Toreador with mass-production, and bewildering 
Tzimisce who behold machines capable of far-worse tortures 
(albeit often unintentional ones), more efficiently than 
anything in one of their dungeons. This era rewards the 
industrious Cainite who invests in the factory, the mill, or 
the workhouse, as the expense of Humanity as the mortals 
in service struggle and suffer. The Victorian Age heightens 
the class divide in a way that bleeds into the conflict between 
Camarilla and Anarch, and even Sabbat as religion falls to 
the wayside while the century proceeds. 

The world beyond London is marked with its stamp. 
Mithras is potentially the most influential vampire around, 
without his even trying to be. Clans and individual Kindred 
petition London for the rights to establish domain in the 
British colonies, with similar events revolving around Princ¬ 
es in Amsterdam, Saint Petersburg, and the late-to-the-table 
Washington D.C. For the first time since the Middle Ages, 
Princes sit as powerful autocrats in the center of vast empires, 
and find themselves completely unequipped to deal with it. 


An Example 


The Victorian era does not need to be filled with dancing 
Cockneys and thieves like a musical Fagin. Only a minority 
of women work the streets at night and ethnic representation 
in the major metropolitan centers of Europe is high, as the 
empires integrate (albeit unpleasantly) delegates from all 
affected nations into their capitals. 

One of the initial Victorian Age Storyteller’s Vault 
releases treats the Blood Brothers bloodline of Vampire: 
The Masquerade to a Victorian era makeover. They do not 
change fundamentally, but read how they appear different in 
this time period, how they integrate into Cainite society, and 
consider how your own bloodlines, Disciplines, and domains 
would also change. 

Do have fun shambling through the smoke-filled streets, 
and try not to bump into any knife-wielding gentlemen... 
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Welcome to the Werewolf: The Apocalypse Storytell¬ 
ers Vault Style Guide. This resource will assist you in creating 
new material for the horror roleplaying game, Werewolf: 
The Apocalypse, across its various editions and incarnations. 

Whether you are new to writing work for other readers, 
or even if you’re an established writer working freelance 
contracts on roleplaying games, you will find this guide 
useful for getting to grips with Werewolf. This guide 
provides advice on tailoring your writing to the different 
editions of Werewolf, explaining rule variations, and 
the different historical eras of Werewolf. We encourage 
creators to match their work to the moods and themes of 
whichever form of Werewolf they choose. 

Whether you feel it’s time your home city received a Rage 
Across sourcebook, your favorite changing breed had its own 
tome, or a novel was written about your character, or one of 
the famous or notorious cast of Werewolf: The Apocalypse 
in years past, you will find this guide a useful starting point. 


to this range, Dark Ages: Werewolf and Werewolf: The 
Wild West were released as third edition games, though a 
fourth edition version of W20 Wyld West Companion 
came out in 2014. 

But what does this mean to you? 

It matters as much or as little as you like. There is noth¬ 
ing stopping you releasing Dark Ages: Werewolf content 
adhering to first edition rules, a Western period game using 
third edition tone over fourth edition tone, or throwing 
everything into fourth edition theme and system. The sys¬ 
tem, tone, and content of Werewolf has altered gradually, 
sometimes within a single edition, other times making leaps 
between major releases. The Storytellers Vault is divided 
between editions so your creations can best fit within one 
of the set visions of Werewolf: The Apocalypse. Some 
writers will prefer to mix tones, adding personal horror 
to one chapter of a book, with grand existential horror in 
another. Others will desire consistent tone throughout. We 
advise you strive to make any creations you submit match 
a single edition’s rules, so readers do not require multiple 
editions for reference. 

The metaplot of Werewolf: The Apocalypse moved 
all the way up to the Time of Judgement Apocalypse 
sourcebook, but you can use metaplot as heavily or lightly 
as you like. Taking the lead from hooks in books such as 
Book of the Wyrm or the game’s novels is as fine as coming 
up with fresh material yourself, divorced from the existing 


Werewolf Coitions 
art!) Ylietaplot Timeline 


Technically, Werewolf has four editions at time of 
writing, comprising first edition, second edition, revised edi¬ 
tion (referred to as third edition in this guide), and the 20 th 
anniversary edition (referred to as fourth edition). Adding 
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metaplot. Whether you take the toolbox, metaplot-agnostic 
approach of fourth edition or the metaplot-heavy feel of 
second and third edition is your choice. Be aware of the 
metaplot as it stood in the era in which you seek to write, 
but know you have freedom to write as you prefer. There is 
no reason a book using first edition rules and committing 
to that edition’s tone cannot be set in the Middle Ages 
or even tonight, but if it is set in the former, you should 
be aware of such fundamentals as the lack of coverage for 
werewolves from the Pure Lands, and if in the latter, the 
writer should think twice about creating a book in which 
the White Howlers still exist as a tribe. 

These suggestions are not requirements. We recommend 
a certain level of adherence to metaplot, but don’t let this 
stop you making your What If? book in which the Bunyip 
survive or the Weaver dominates the Wyrm into servitude. 

When you write for Werewolf, consider the tone for 
each edition as follows: 

The first Change 
(Werewolf first idition) 

Grounded in the real world, the change into a feral predator 
is horrifying and lonely. 

Tone: Focused on the local scale, the first edition of 
Werewolf centers on the individual shapeshifter, the life 
they’ve lost, and the new society they’re about to enter. 
This edition is all about personal horror, the loss of self 
to something darker, and the individual journey into un- 
derstanding the loose lore of the setting. 

First edition focuses on young werewolves, looking to 
strike out against the world and its dangers. Like Vampire, a 
feeling of youthful rebellion permeates the setting, in which 
your characters may be more aware of the world’s realities 
than your tribal elders. This is the age of the lone werewolf 
trying to find some meaning in an increasingly dark world, 
where respect and deed are more important than conspiracy 
and inter-tribal conflict. Tribes work together in relative 
harmony, with attention given to outward aggression. 

The 13 tribes - Black Furies, Bone Gnawers, Children 
of Gaia, Fianna, Get of Fenris, Glass Walkers, Red Talons, 
Shadow Lords, Silent Striders, Silver Fangs, Stargazers, Uk- 
tena, and Wendigo - are all playable with their own Gifts. 
Each tribe is a focal point for a different myth, stereotype, 
or source from pop culture. Lost tribes and beast courts are 
absent here. Instead, it’s the 13 tribes against the nebulous 
threat of the Wyrm and humanity’s depredation of nature. 

Themes: The struggle for morality, transgressive cul¬ 
ture, extremes between age groups, loneliness, Werewolf 
setting linked to the real world. 

Setting Advice: Settings and sourcebooks for first 
edition should keep personal, street-level horror in mind. 
First edition was unpolished and rough, which is how books 


released with this edition in mind should appear. Use this 
to your advantage, throwing together a raw, throttling book, 
in which werewolves war with titanic foes other territories. 

First edition was grounded. Werewolves were the 
concept, rather than the finer detail beneath the surface. 
The idea of being a shapeshifting beast had more weight 
than a character’s tribal origins. 

First Edition is rocking. Do not be afraid of putting 
your werewolves in leather, giving them silver piercings, 
or having them chain-smoking or taking drug as they ride 
their motorbikes through the city. 

Movie / TV Influences: An American Werewolf 
in London, The Company of Wolves, Silver Bullet, The 
Beast Must Die. 

Musical Influences: The Sisters of Mercy, Anthrax, 
Megadeth, Tom Waits. 

Game Design Advice: First edition fairly well ignores 
game balance, lending weight to certain tribes fulfilling set 
functions in Garou society. It’s unlikely a pack of Children 
of Gaia could hope to take down a single Fenrir, if they 
even wanted to try. Do not worry about the math except in 
cases of Gifts, where each level of power should be roughly 
analogous to that of other Gifts. Otherwise, do as first 
edition does, and go for concept over balance. 

Of note, first edition had a Renown system including 
staggering numbers and depicted werewolves in a more 
sexual way that disappeared in future editions. Additionally, 
the Wyrm was a less-defined antagonist, with Gaia suffering 
due to humanity’s ignorant exploitation rather than direct 
attempts to weaken her. 

Savaqe-(Punk 
(TOereiooIj Second Idition) 

Werewolves are the only hope for Gaia to tear down the 
corrupt edifices of the Wyrm. 

Tone: Second edition sees the rise of punk in Were¬ 
wolf, as the Garou make a fervent thrash against society. 
Institutions and humanity alike are rotten, culture sours, 
and pups take out their elders. The only stable fact is the 
bastion of Garou society. Werewolf embraces the violence 
in second edition. The rest of the World of Darkness seeps 
into the world of Werewolf, as we see alliances, rivalries, 
and connections between various horrific creatures. 

Protagonists are more sophisticated about their secret 
world, able to effect change in and of themselves. Everyone, 
even heroes of the past, are fallible. Even legendary Garou 
have great flaws tied to historic sins. The tribal focuses 
expand to cover the lost tribes of the Bunyip, Croatan, 
and White Howlers, while the Black Spiral Dancers receive 
their first full coverage. Changing breeds appear too, with 
sourcebooks for lines as obscure as the Mokole giving 
multiple shapeshifters coverage. 
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Werewolves still attempt to hide their true natures in the 
pursuit of self-preservation, but in the face of their enemies 
they lash out unrepentantly. Conspiratorial enemies such as 
Pentex and DNA stride into the darkness, hinting at an even 
more secret world, and provide options with which Storytellers 
can assault the protagonists. Secrecy receives central emphasis; 
the enemy potentially has more reach than the Garou, and 
can kill your kinfolk far easier than they can slay you. 

Themes: Violence, balance between modern and 
ritual practice, tribe and pack as community, long-term, 
large-scale secrets and sins. 

Setting Advice: Second edition books expanded the 
World of Darkness to include a broader cornucopia of 
concepts, themes, tribes, changing breeds, and approaches 
to being a shapeshifter. Your books should do this as well. 

Second edition receives a lot of attention for its “throw¬ 
ing shit against the wall and seeing what sticks” method. 
Many sourcebooks contain far-ranging concepts. Do not 
be afraid of inventing new ideas for second edition books. 
This is where the idea you’ve always wanted to write is most 
at home, no matter how experimental. 

Second edition harnesses the werewolf templates intro¬ 
duced in first edition, and in many ways, expands existing 
stereotypes. This edition is an excellent playground for ex¬ 
ploring single-tribe chronicles, or stories starting in the Dark 
Ages and concluding in the modern nights as descendants 
of the original characters, all within the same territory. 

Second edition is outlandish. Tribes of different cul¬ 
tures abound, the Weaver appears as an antagonistic force 
to rival the Wyrm, and the Wyld is suddenly no longer the 
friend of all Garou. This is the party edition, where some 
tribes are friendly to some vampire clans, or this pack is 
in bed with a motley of changelings. 

Movie/TV Influences: Wolf, Bad Moon, Dog Soldiers. 

Musical Influences: Rammstein, Rage Against the 
Machine, Nine Inch Nails, Korn. 

Game Design Advice: Game balance is more of a 
concern in second edition, due to the wider world becoming 
more apparent. Be aware that rules-wise, there are few changes 
between first edition and second. Renown gains a temporary 
and permanent rating, which is carried into later editions. 
Additionally, Crinos form loses some of the aesthetic “beauty” 
apparent in first edition, becoming entirely devoted to killing 
and rage. Rage could now lead to werewolves becoming the 
Wyrm’s thralls, adding an after-effect to frenzied outbursts. 

Savage Horror t 
("Werewolf: Kite (Dark Ages) 

Terrifying monsters stalk the night and instill fear in the 
hearts of mortal and undead alike . 

Tone: Werewolf: The Dark Ages is a game of savage 
violence and rural horror, in which the Garou are truly the 
night’s predators and the bane of vampires. 


Werewolves in this era should be depicted as legends 
told around the village fire, the kinds of monsters you lock 
your door three times to keep out, and the sorts of beasts 
that will die to protect their territory. 

Themes: Scary stories, villages in fear, a vampire’s 
worst nightmare, howls in the night. 

Setting Advice: This edition of Werewolf came out 
as a supplement for Vampire: The Dark Ages, but in the 
Storytellers Vault there’s no reason it can’t stand alone as 
its own game. As a game that possessed few sourcebooks for 
this edition, any books written for Werewolf: The Dark 
Ages have a lot of freedom to tell the stories of Garou at 
the end of the 12 th century. Metaplot is barely present, 
with the focus almost entirely on the monsters’ lethality 
and disturbing natures. 

Game Design Advice: Werewolf: The Dark Ages 

uses the same amended version of second edition rules as 
Vampire: The Dark Ages, introducing Abilities such as 
Ride to take the place of Drive, and Archery in place of 
Firearms. As this sourcebook wasn’t released to further a 
full line, no great mechanical shifts were introduced at this 
point to Werewolf as it stood in second edition proper. 

'Che Coming Apocalypse 
("Werewolf (Revise!) 

"'ChirO" COition) 

The end is near, and Garou are on the back paw. 

Tone: The emphasis is entirely on the war to preserve 
Gaia, or some vestige of it, as the Wyrm and the Weaver 
dominate all hope of balance being achieved or the Wyld 
gaining a resurgence. Tribes fall to infighting, with Shadow 
Lords and Silver Fangs vying for dominance over the Garou 
Nation. The changing breeds’ enmity for the Garou grows, 
cutting other shapeshifters off from werewolf society. Star¬ 
gazers depart the Garou Nation to join the beast courts of 
Asia. The end of the world is nigh. 

All seems hopeless in this edition, as paranoia sets in, 
nihilism takes hold, and a last gasp of violence is prepared. 

Battles are now as short as they are violent. Garou must 
temper their rage and act to decapitate foes such as Pentex, 
eliminating the strongest of the Black Spiral Dancers to 
weaken the entire tribe, rather than engaging in skirmishes 
for things as petty as Renown. After all, who will sing a 
Garou’s deeds, if the world is dead? 

The Apocalypse approaches fast, as omens reach 
fruition and desperation sets in. How long do Garou in 
this edition have left to tie up their affairs, before fate tells 
them their time is up? The expanding mythology reveals 
long-held truths are mere stories, making them lose their 
sacred power. Meanwhile, unheralded events shake the 
foundations of what werewolves believed they knew. 
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Themes: Natural apocalypse, the shattering of the 
status quo, the ferocity of the Garou, existential angst, 
ancient wars, impossible threats. 

Setting Advice: Third edition evokes a globe-spanning 
feel, which should be incorporated in your books for this 
edition. City sourcebooks should explore parts of the world 
beyond the USA, parallel werewolf cultures on different conti- 
nents, and tensions between tribes often separated by an ocean. 

In no edition is the approach of the Apocalypse more 
apparent than this one, therefore content should take on 
grandiose, sweeping aspects. Ancient, chthonic horrors wake 
to command or destroy Gaia, while a new generation of young 
Garou rally to fight back against the tide. War rages across the 
World of Darkness, and only barely stays out of the public eye. 

The stereotypes of second edition are shattered in 
third, as tribes diversify and take on less racial or cultural 
emulation. Consider any characters you write for this 
edition as being more cosmopolitan. 

Third edition is global. Garou wear up to date fashions 
and don’t resemble anachronisms. A more liberal slant 
appears within much of the Garou Nation. The Children 
of Gaia aren’t just regarded as pathetic pacifists and the Get 
of Fenris are considered to be more than violent barbarians. 

Movie/TV Influences: The Wolfman, Ginger Snaps, 
Underworld: Rise of the Lycans, The Howling, Wolfen. 

Music: Foo Fighters, My Chemical Romance, Rise 
Against, Disturbed. 

Game Design Advice: Game balance is at its height 
in third edition. Importantly, all Gifts in third edition are 
altered sufficiently for balance with their counterparts. 

Unlike in second edition, where many published Garou 
had overpowered levels of Gifts and Traits, in third edition 
characters have a more natural spread. This lends itself to 
game balance for play of new werewolves, and ultimately 
favors the players as their protagonists gain more power 
through Experience than most supporting characters possess. 

The combat system in third edition changes slightly, 
removing the Wits + Awareness roll that once determined 
Initiative. Additionally, successes in combat now add to 
damage. Botch mechanics in third edition changed to where 
they only occurred when no successes were rolled at all. 
Further, Garou no longer required a reflective surface to 
step sideways across the Gauntlet in this edition, though 
one does lower the difficulty of doing so. 

In third edition, werewolves can choose to depart the 
tribe they were born into and join another or go Ronin. 

Of Note, the Hengeyokai: The Hengeyokai don’t have 
a separate section, as they only received major coverage in 
the third edition of Werewolf. For clarity however, “Heng¬ 
eyokai” is the name bestowed the various shapeshifters of 
the Far East and South East Asia, including werewolves 
(Hakken), weretigers (Khan), werefoxes (Kitsune), werespi- 


ders (Kumo), wereserpents (Nagah), wererats (Nezumi), were- 
sharks (Same-Bito), wereravens (Tengu), and weredragons 
(Zhong-Lung). Each have their own history and ambition, 
just as do the changing breeds globally. 

The Hengeyokai also have different auspices (Lantern, 
Fist, Mirror, Leaf, and Pillar) roughly analogous to those 
of the Garou, and largely believe in phases of Gaia’s life 
cycle, which may soon be coming to an end. 

For writers looking to expand and explore the Heng¬ 
eyokai, it’s recommended they acquire a copy of Changing 
Breeds for W20, and expand from there. Though the 
temptation exists to keep them exotic and localized to their 
origin regions, greater playability comes through greater 
accessibility. It could be fun to see some of the Hengeyokai 
in a book set in New York, Paris, or Cairo. 

Grim and (Perilous Isolation 
((Dark Ages: Werewolf) 

The world is dark and werewolves are true monsters . 

Tone: In Dark Ages: Werewolf, the scope of the game 
changes to local, present danger. Mortals, vampires, and other 
creatures widely fear werewolves. Anyone seeking to travel 
between cities is likely to fall afoul of their territory, at which 
point it’s a matter of luck whether you evade their hunt. 

Tribes cling closely to their own in the Dark Ages, 
tending more to familial bonds than reaching across to 
tribes with different customs and cultures. Red Talons 
and Wardens of Men (known as the Glass Walkers in the 
modern setting) have minimal common ground, and less 
reason to not duel for each other’s territory. Travel is a 
hazard even for Garou, making tribes such as the Fianna 
uncommon in regions Silent Strides populate. 

Dark Ages: Werewolf ties itself in part to the history 
in Dark Ages: Vampire, placing importance on the fall of 
Constantinople and the changes sweeping across Europe 
that follow. This is a time of prophecy, perhaps the first 
time Garou as a society commonly identify the coming 
signs of Apocalypse. 

This edition focuses on the Dark Mediaeval from the 
perspective of savage shapeshifters who struggle to maintain 
the balance between alpha predator and society keeper. 
Werewolves are the providers and protectors of their kin, 
but power calls to them and danger beckons. Garou the 
world over respond with unparalleled ferocity. 

Themes: The corruption of nobility, isolated packs, 
territory is of prime importance, manipulation of mortal 
tragedy, the Crusades, tribal divides. 

Setting Advice: Dark Ages: Werewolf works best 
when distinct territories come under a microscope. One 
Sept may war with another over a patch of land important 
to both. You should consider exploring ancestry, legend, 
and tales of monsters to truly convey the fear surrounding 
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these creatures. When werewolves prowl in the Dark Ages, 
there’s far less onus on their retaining self-control. 

Many packs and territories should be depicted as truly 
primal and terrifying. A pack in this era may dominate an 
entire locality through fear, leading to rumors of villages 
sacrificing livestock of human lives to appease predators 
that emerge under the full moon. 

The Apocalypse is a long way off in this era, but the signs 
of its approach are apparent to packTheurges. Additionally, 
the Wyrm lacks an obvious human face in this historical 
period, manifesting through more monstrous entities. Even 
the Black Spiral Dancers are in their infancy at this time. 

Keep in mind the tribal name changes for Dark Ages: 
Werewolf, with the Get of Fenris known as the Fenrir and 
the Glass Walkers known as the Warders of Men. Note also 
that the Uktena and Wendigo are entirely absent, unless 
you decide to write a sourcebook handling the pre-invaded 
American continent. 

Movie / TV Influences: Kingdom of Heaven, Henry 
V, El Cid, Highlander, Vikings, Hamlet. 

Music: The Witcher 3 Soundtrack, The Garden of 
the Hesperides, The Celtic Collection, Crusaders Kings 
II Soundtrack. 

Game Design Advice: Dark Ages: Werewolf uses a 
version of the third edition ruleset, the book itself requiring 
Dark Ages: Vampire for it to be played in full. Abilities 
such as Hearth Wisdom, Ride, and Archery replace more 
modern equivalents. 

As with third edition, game balance here is important. 
Gifts remain balanced, which is an easier feat with fewer 
tribes in play. Renown is not a feature in this period, mak¬ 
ing werewolves simpler creatures based around their Gifts, 
Rites, Gnosis, and Rage. 

Of particular note, the metaplot present in other edi¬ 
tions is largely absent in Dark Ages: Werewolf, allowing 
this edition to feel like its own game in which shapeshifters 
battle with worse monsters in their attempts to carve out a 
little part of the world and declare it their own. 

lighting the Tide , 
(Weretoolj: The Wild West) 

As Garou claim territory from each other , they fight 
among themselves for reputation. 

Tone: The strongest tone in Werewolf: The Wild 
West is the dichotomy between exciting fast lives and the 
tragedy of encroaching European descendants, ripping lands 
once in the claws of the Uktena, Wendigo, and Croatan 
possession to place them in their own territory. For all the 
fun a Garou pack might have around a poker table in a 
saloon, there are werewolves outside of town wanting to 
tear them to shreds for raping their homeland. 


Werewolf: The Wild West is a game of exploration, 
discovery, desires, and anger. Often, that anger spills only to 
beget further anger. In a mixture of ignorance and malice, 
the “cowboys” of these tales seek to enrich themselves no 
matter the cost to the status quo. In turn, the indigenous 
people and the shapeshifter tribes within them are increas¬ 
ingly pushed to the fringe. 

Werewolves are all about making a name for themselves 
in this era, whether as gunslingers, hot-shot gamblers, the 
best saloon-keeper in town, or as prospectors in charge of 
vital scraps of land. Glory is at a premium while Honor 
and Wisdom fall by the wayside time and again. 

Packs need not follow the destructive path, but many 
do, feeding the Wyrm’s desires as they sour the earth. Such 
stories place protagonists in an interesting position, able to 
encourage or maybe halt some of the worst of what takes 
place in the Wild West. 

Just remember there’s always a profit to be made in 
this era, and life is incredibly cheap. 

Themes: The cheapness of life, bounties and thrill¬ 
ing hunts, high stakes, ancestral duty, greed, the Wyrm’s 
corruption. 

Setting Advice: Take all the anachronisms of every 
Western (especially the Spaghetti Westerns) and throw them 
in a pot. Add Garou, and see what comes out. 

In seriousness, Werewolf: The Wild West can be 
one of two things: explosive, violent fun with tales of dar¬ 
ing escapades and booze-fueled nights, or tragic, needless 
stripping of a people’s homeland in the name of greed and 
excess. This isn’t so far from any good Clint Eastwood movie, 
as every saloon looks like a ton of fun until the gunfight 
breaks out, all the bottles lie shattered, and a dozen bodies 
need carting off by the undertaker. 

Metaplot isn’t a huge concern in this setting, focusing on 
the opportunities and claims ripe for staking in the here and 
now of the Wild West. The Weaver’s steady encroachment 
across the Americas via railroad and telegraph pole should 
inject a dose of fear into any packs affected, just as robber 
barons inadvertently serve the Wyrm in their destruction 
of the natural order and countless lives in exchange for a 
few veins of gold. 

At its simplest, the Wild West is a setting where the 
Garou are the good cowboys and the Black Spiral Dancers 
are the man in black, standing across from each other in a 
frontier town, each primed to fire. 

Of course, nothing is truly that simple. 

Movie / TV Influences: Deadwood, Westworld, The 
Good, the Bad and the Ugly, For a Few Dollars More, A 
Fistful of Dollars, Once Upon a Time in the West, A Man 
Called Horse, Unforgiven, I Will Fight No More Forever. 

Music: Any Ennio Morricone album, the Red Dead 
Redemption soundtrack. 
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Game Design Advice: As with Dark Ages: Were¬ 
wolf, Werewolf: The Wild West uses a version of the 
third edition ruleset, though in the case of this setting the 
Wild West book contains all rules necessary for play and 
Renown is once again a feature. 

Metaplot seeps into this edition of Werewolf, as the 
tribes present in the Wild West are forced to confront the 
absence of the Croatan and the rifts in the Garou Nation. 
Here, the Glass Walkers are referred to as Iron Riders. 

How "Will Vou Olage? 
(Werewolf 20 ” Anniversary 
"'fourth" edition) 

Cosmopolitan , deadly werewolves hide within humanity 
while launching assaults on their enemies . 

Tone: W20 is a blend of the previous three editions. It 
leans on setting progression and mythology, but deliberately 
eschews metaplot proper. The metaplot is intentionally 
locked at a nebulous point in time, with a uniquely universal 
feel. The tone varies from deeply personal horror of body 
and psychological natures, through to epic-scale threats 
emerging from the Wyrm’s many servants and historic 
foes long-thought dead. 

Fourth edition represents a toolbox approach to 
Werewolf, as elements from all previous editions appear 
throughout its books. Legendary characters make appear- 
ances in play examples and book introductions, fallen 
tribes receive detailed coverage including a Tribebook for 
the White Howlers, and all tribes and changing breeds 
receive a plethora of Gifts. 

This is an edition where the greatest threat is perhaps 
not the Wyrm but the Weaver, as portable technology, 
sedentary lifestyles, and widespread Internet cripple the 
wanderlust and appreciation of nature that dies on the vine. 
Newsworthy hotspots such as immigration, trafficking, the 
increasing divide between Right and Left, political scandal, 
and the culture war, carry werewolves into boardrooms as 
often as they appear in the woods or at an Endron chemical 
plant. Some stay hidden and out of danger, while others 
take advantage of humanity’s present chaos, dabbling in the 
Wyrm and Weaver’s many gifts to get ahead of the curve. 

The Garou Nation is more than songs around the 
campfire in these nights: it’s groups on social media, 
flashmob meetups, and gangs of outcast friends banding 
together in an uncertain world. 

Themes: Technology age, bottom-up conspiracy, the 
illusion of status quo, werewolves as apex predators, evo¬ 
lution rather than revolution. 

Setting Advice: Fourth edition is a celebration of ev¬ 
erything from the previous editions: the personal horror, the 


devastating rise of the Apocalypse, a range of character back¬ 
grounds, and the diverse world of rage available to the Garou. 

Any books you write for W20 should keep in mind 
that many of the rawer aspects of previous editions have 
been refined for this edition. All the changing breeds are 
handled with care and appreciation for the culture in 
which they predominantly reside, the tribes are ethnically 
and sexually diverse, and werewolves are as prone to evil 
acts as they are good. 

Stereotyping has all but disappeared in this edition, as 
werewolves emerge from all walks of life and all corners of 
the world. Members of the Red Talons may be on cordial 
terms with members of the Silent Striders while Silver 
Fangs break bread with Shadow Lords, and in some cases, 
Garou band together with members of the other changing 
breeds to take on the greater foe. This is an edition where 
you should consider each city its own private territory, 
shaped by its ruling pack and its inhabitants, more than 
the overriding Nation. 

Take inspiration for W20 from all modern monster 
media. From romance-heavy plots to deep, personal trag¬ 
edies, werewolf movies and television shows of the last 
decade or so have opened up what books such as yours 
can be capable of, so check out a broad array. 

W20 starts with the Eighth Sign of the Phoenix, in 
which characters band together to fight back against the 
Apocalypse in a more successful way than depicted in the 
previous edition. From W20 Changing Breeds to W20 
Book of the Wyrm, it becomes apparent that the Wyrm 
can be fought on multiple fronts. The question is no longer 
“When will you Rage?” but “How will you Rage?” 

This is the modern age, and everything is possible. 

Movie / TV Influences: Being Human, Penny Dread¬ 
ful, Hemlock Grove, Bitten, Princess Mononoke, Band of 
Brothers, The Wire, The Thirteenth Warrior. 

Musical Influences: Iron Maiden, 50 Cent, The Wire 
Soundtrack, Alice Cooper, System of a Down. 

Game Design Advice: Due to the collected range 
of characters, plots, tribes, and powers introduced (or 
re-introduced) in W20, the rules reach their cleanest, most 
balanced state. W20’s rules are fundamentally the same 
as those in third edition, though some small changes take 
place regarding the labelling of some Abilities as Talents or 
Skills, and moving Linguistics to become a Merit. 

Of particular note is the more cosmopolitan approach 
to most tribes and their restrictions. In many cases, it is 
advised that you play your werewolf a certain way, but not 
prescribed as it was in previous editions. Does that mean 
you can play a homid Red Talon or male Black Fury? Pos¬ 
sibly, though decent reasoning should be applied if players 
have pre-existing expectations. 
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A World Pull of Horrors 
(Werewolf: The (Dark Aa 
20 th Anniversary "fourth* 
Idition) 


es 


Call of the , Wyld 
(Werewolf: The Wyld West 
20 th Anniversary "fourth" 
edition) 


A many-colored world of beasts rich in culture and purpose . 

Tone: The world is large but it is filled with unspeakable 
horrors. While packs and Septs might form comprising an 
eclectic group of werewolves as disparate as the Fianna, Fenrir, 
Children of Gaia, and Shadow Lords, they all acknowledge 
the strength of working together against greater foes. 

The tone in a 20 th anniversary book is one of potential. 
The compendium nature of this edition allows for possibih 
ities of both great hope and terrific danger. Whether from 
secrets of the Garou or the various other monstrosities 
lurking in the pitch black between towns and villages, the 
night is broad and sweeping. It would be easy to become lost. 

Themes: Uneasy diplomacy, the greater good and a 
greater evil, candlelight against the darkness, sacred ground, 
alliances against the Wyrm. 

Setting Advice: The 20 th anniversary lines emphasize 
a cosmopolitan approach to the World of Darkness, and 
any books written with Werewolf in mind should be no 
exception. Disregard all thought of stereotypes and sin¬ 
gle-tribe cultures, instead encouraging cross-tribe activity 
and a broader Umbra. 

The setting in all 20 th anniversary books is one of depth. 
Werewolf has a fascinating number of playable options 
and Storyteller antagonists; this edition allows any Story- 
tellers Vault writers to explore each and every one. Plumb 
the depths of Vhujunka mysteries and protoWeaver cults, 
the remnants of the White Howlers and the fragments of 
unity between all changing breeds. 

Game Design Advice: Though no 20 th anniversary 
book has been released for Werewolf: The Dark Ages, 
there is nothing stopping a writer from producing Were¬ 
wolf material conforming to fourth edition rules, set in 
the Middle Ages. For best advice, check out V20 Dark 
Ages, which updates rules for combat, adds new Abilities 
and Backgrounds, and generally makes the world a wider, 
more accessible place for chronicles. 


Many a campfire tale was consecrated in blood . 

Tone: Werewolves in this era cannot help but tame 
Gaia’s bounty as they forge westward with their kin and 
carve out her precious earth in search of riches. Even the 
tribes of the Pure Lands must make sacrifices to maintain 
strength as their territory risks reducing in size. 

Not all Garou are cynical, least of all the Uktena and 
Wendigo, but the pervading tone is one of dangerous deals 
made for short-term gains. 

This edition’s tone is a mix of grandeur and jadedness 
as the great unspoiled West stretches ahead of the small 
individuals inhabiting it, with their small minds and small 
ambitions. Garou believe they can tame the wilderness, no 
matter their origin. 

Themes: The great beyond, the Wyld’s mysteries, Gaia 
fighting back, manifest destiny. 

Setting Advice: The Wyld West book for W20 spoke 
to the lost lore of the Storm Eater Wyrm, and bringing the 
horror of the savage West into a modern setting. In this 
edition, a battle between Weaver and Wyld rages in the 
young United States, all while the Wyrm lurks and grows. 

As a small sourcebook, W20 Wyld West did not 
expand geographical content to any great degree, but did 
provide more antagonists for incorporation into chronicles. 
This would be a good move for any Storytellers Vault writers 
who want to create Banes and Fomori specific to the era. 

It would also be good to see this era from the perspective 
of other nations. The Australasian and African continents 
were enduring similar prospecting activities, which could 
open up exciting new sourcebooks published via the Vault. 

Game Design Advice: W20 Wyld West uses the 
same rules as fourth edition, but for some minor changes 
to Abilities inappropriate for the time. 
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Welcome to the Mage: The Ascension Storytellers 
Vault Style Guide. This resource will assist you in 
creating new material for the horror roleplaying game, 
Mage: The Ascension, across its various editions and 
incarnations. 

Whether you are new to writing work for other 
readers, or even if you're an established writer working 
freelance contracts on roleplaying games, you will find 
this guide useful for getting a grip on Mage. With this 
guide you'll be able to craft elements appropriate to the 
different editions of Mage, explain rule variations, and 
the various historical periods of Mage. Creators should 
try and adhere to the moods and themes for the version 
o/Mage you choose. 

We invite you to write the location book you wish 
that Mage had received, the tradition, sub-tradition, 
craft, convention, or methodology that should have had 
its own text, or you can write that novel you've kept 
tightly bound in mind waiting for release. Regardless of 
what or why, you'll find that this Style Guide provides 
guidance on bringing your creation to life. 












































































Mage Editions and 

At time of writing Mage has four editions, 
first, second, revised, and the 20th 
Anniversary edition, which is referred to 
as fourth. Mage: The Sorcerers Crusade 
and Dark Ages: Mage also exist as historical 
settings for the game world. Sorcerers 
Crusade was released during second 
edition but the rules and concepts for the 
setting are distinct in many ways, which fits 
the themes of Mage. Dark Ages: Mage was a supplement 
for Dark Ages: Vampire, which was released during that 
game line’s Revised era. Like Sorcerers Crusade, it has 
rules, concepts, and a setting which is distinct. Below 
you’ll find guidance on crafting works in each of these 
settings. Keep in mind, Magick changes mechanically in 
each edition, sometimes subtlety and others more overtly. 

In the end though, these are only suggestions on 
how to fit the themes and moods of those editions. If 
you want to create a supplement for Dark Ages: Mage 
using the 20th Anniversary edition rules, go ahead. The 
rules and focuses of the game changed in both subtle 
and significant ways between editions. The Storytellers 
Vault is divided between editions to help fit the particular 
vision of a specific edition. Some creators will choose 
to focus on the existential horror of creatures invading 
reality, with Mages acting as a shield wall against those 
forces. Some will lean into the element of hubris with 
the power to change the very fabric of reality, some Mag' 
es became fascist control freaks. Within a supplement, 
we recommend you stay consistent with the rules you 
are referencing. This saves those that want to use your 
supplement from having to reference multiple books to 
make full use of your creations. 

Mage’s metaplot advances through each edition, 
historical setting, and book, up to and including Mage 
20th Anniversary edition. That metaplot is offered as 
suggestions in that tome, and you can take the same 
liberties with your creations as you can your games. 
Choose a starting point for your meta-plot materials 
or create hooks that touch on the meta-elements that 
resonate with the stories you’d like to see people run. 
If that starting point is the Mage fiction, or a specific 
1st Edition supplement, or something from Sorcerers 

I Crusade that you’d like to pull into the modern era, 
that’s completely fine. You’ve got the liberty to adjust 
this universe to your whim, and your only constraint is 
the consensual reality of the people that purchase your 


Metaplot Timeline 

work. If you’re creating a supplement that takes on the 
assumption that the Order of Reason was defeated in 
the Renaissance, then you’ve got to consider how that 
would change the core Mage: The Ascension setting. 
Alternately, if you are writing a book that assumes the 
Technocracy of first edition was always an evil organi¬ 
zation bent on crushing the spirit of humanity, and 
you’re writing a text in the Sorcerers Crusade you’ll 
have to ignore the humanizing elements of the Order 
of Reason. Know the meta-plot, but don’t feel like you 
are chained to its basalt throne. 

When you write for Mage, consider the tone for each 
edition as follows: 

The Awakening 
(Mage First Edition) 

The universe is divided between dynamic change 
and the peace of the status quo . 

Tone: The streets of the world pulse to a mystical 
force that hides just below the surface. There are those in 
the world who want to know how things work, and those 
that simply accept what life IS and never push against it. 
There are the Sleepers and the Awakened and all have 
an Avatar within them, but the Sleepers chose to ignore 
deciphering how the motorcycle of the universe works. 
Mage First Edition is a game about those people who 
wish to know how the world works. 

The Traditions are gritty, based on rather sim¬ 
ple stereotypes about magick and they are being hunted 
by the secretive and clear evil of the Technocracy. The 
Technocracy seeks the total control of reality so that they d 
can see the world reach Ascension. It’s clear that the 
Technocracy’s Utopia is simply hell by another name. 
First edition Mage leans into the realm of conspiracy | 
theories, from Men in Black with their mirror shades, to y 
aliens from outside space and time attempting to attack % 
and destroy humanity. 

In this edition, the Marauders and the Nephandi 
are explicitly tied to the Triatic beings from Werewolf 1 
mythology, the Wyld and the Wyrm. The Nephandi 
are non-nuanced mages that have sold their souls for 
demonic investments. Its normal for this edition to have I 
your antagonists be uncaring robots (both literally and 
metaphorically), cackling demon worshipers, or mages | 
totally disconnected from reality but unaware of the 
harmful impact of their actions. 
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Themes: The core theme of first edition Mage is the 
conflict between Stasis and Dynamism. Other themes 
are Choice and Control, and a sense of Possibility with 
a constricting universe breathing down your neck. 

Setting Advice: Lean into the creation of cryptid com 
flicts, conspiracies lurking behind every door, and a sense 
of gritty fights on the streets for the soul of humanity. As 
the line was developed, Mage became more about reality 
as a cosmic whole, but in the first few books there is a 
sense that the Ascension War wasn’t happening on the 
Horizon, it was here on Earth. This edition is casual with 
Orientalism and Exoticism, but you don’t need to lean 
into those elements. It’s possible to use them as a screen, 
and then flip the tropes they called upon if you are writing 
characters related to the Akashic Brotherhood, for example. 

Book/ Movie / TV Influences: Zen and the Art of 
Motorcycle Maintenance (1974), Lila (1991) these two books 
are consistently mentioned as major source material for 
Mage and are highlighted explicitly in first edition. Power 
of Myth: Bill Moyers and Joseph Campbell, Blade Runner 
(1984), Highlander (1986 movie), The Magicians (2014, the 
Hedge Witches are representative of some of the feel of 1 st 
Edition), The Terminator (1984), The Wickerman (1973) 

Musical Influences: Blondie, Devo, Enya, Loreena 
McKennitt, Oingo Boingo, Queen, Ramones 

Game Design Advice: In first edition you explicitly no 
longer need to use foci for one sphere per point of Arete. 
Foci are delineated by the style of magic performed by your 
Tradition, specific to the sphere they interact with. There 
are five essences of magick described, Dynamic, Infinite, 
Pattern, Primordial, and Questing. Four display themselves 
in Mages, excluding Infinite. It is helpful to understand that 
the system for Magick is a little less, and a little more, defined 
than it is in later editions in first edition. Static magick is 
the same as Coincidental or Casual magick in this edition, 
whereas in later editions these become clearly separated. 
The key to creation in this edition is to feel more free to 
bend, twist, and create rules that help to tell the core story 
or concept you are trying to present. In this edition, core 
rules are a little vague and that’s ok, it gives the Storyteller 
and players space to make dynamic calls at the table. 

Seeking 

(Mage Second Edition) 

The Ascension War must be fought on every battlefield , 
as above , so below . 

Tone: The War for the heart and soul of reality is at 
hand, and Mages of the Traditions are on the battlefield 
valiantly fighting for humanity. Or so they like to think. The 


second edition of Mage captures a mix of wonder, hope, 
and ultimate conflict. In second edition, we receive more 
nuanced considerations of the Conventions of the Teclv 
nocracy, seeing that behind the evil facade the Traditions 
project upon them, they are (often) human beings with 
true hopes and dreams to save mankind through universal 
Ascension. This edition of Mage integrates a lot of the 
metamarrative which was developed under the aegis of the 
first edition books. The Umbra plays a powerful role in the 
story at the center of this edition, and plots and stories go 
metaphysical and travel between Horizon, various Umbral 
Realms, and mundane reality will be the norm. 

In this edition the Traditions are more fleshed out 
and nuanced. Corruption exists within all Mage societies 
and the Traditions are not exempt. However, there is a 
sense that the player characters can make a difference 
and root out the corruption at its core. The small group 
can change not just the world, but also the universal war. 
But, what price will they pay in assuming they have that 
authority? Later second edition books look beyond the 
cultural stereotype and dive into the various Crafts that 
chose not to make alliance with Tradition or Technocracy. 

Themes: Second edition focuses in on the CommunL 
ties of Mage: cabal, chantry (amalgam), and/or Tradition 
(Convention). Who you associate with is important and 
it feeds into Identity, Power, and potential loss of Sanity. 

Setting Advice: Second Edition sourcebooks should 
offer opportunities for relationships with nomMages. Halls 
of the Arcanum, and World of Darkness Sorcerer came 
out in this era. Find ways to use all of reality, but at the 
same time focus on the close and important elements to 
characters. The universe is infinite, but also intimate. As 
above, so below - the universe reflects the relationships 
that individuals have with one another and those reflect 
tions should be present in a 2 nd Edition Mage creation. 

Book/ Movie / TV Influences: The Spiral Dance , 
Starhawk, Drawing Down the Moon (1979) Margot Adler, 
Techgnosis by Erik Davis, Dark City (1998), The XTiles 
(1993), Supernatural (2005), Hellboy 2005 

Musical Influences: Rush, Dead Can Dance, The 
Crow Soundtrack, The Offspring 

Game Design Advice: In this edition, individual Para^ 
digm and foci come into the mechanical mix for Mage. This 
edition eschews the required foci for each specific Tradition 
and sphere that first edition demanded. However, Paradigm 
as a concept is less defined as it will be in later editions. The 
rules for Paradox and the systems around casting magick are 
a little more defined in this era with larger charts describing 
how utilizing certain factors helps an effect. 
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Swashbuckling Adventure 
(Mage: The Sorcerers Crusade) 

Anything could happen in this age 
of high-flying adventure . 

Tone: Pick up your blunderbuss and rush forward 
to find what lies over the horizon! The Age of High 
Magick is at hand, and the Dark Fantastic is a playground 
of monsters, demons, and burgeoning science. The 
European world is at the cross-roads of rediscovery and 
empire, looking back into the past to revitalize science and 
philosophy and greedily looking out at the wider world 
as their God-given right. Traditions are forming based 
upon prophecy and the Order of Reason unites toward 
a common purpose, saving mankind from superstition 
and the commandments of fickle Mages. Possibilities 
await, intrigues hide behind silken clothes, and daggers 
are stored up sleeves. Even with the focus on European 
Renaissance, there are details about the greater world, in 
context, and crafting stories around India, or the Malian 
Empire are within the realm of possibility. 

In this age, science often attempts to describe the 
way that God works in the world but does not discount 
the existence of divinity. Religion, and the power of faith 
is intense in the Age of High Magick and many Mages 
are loyal to the religious traditions they follow. This era 
includes the early years of the Protestant Reformation, 
the Reconquista, and other religious turmoil. The colo¬ 
nization of the Americas also begins during this era. All 
of which open avenues for great stories. 

Themes: Wonder is a core theme of this edition, as 
are Colonialism, Destiny, and Faith. There is also a sense 
of Doom, both the idea of Fate coming to bear, and of 
destruction and despair. The Traditions know that a war 


is brewing for reality, but they struggle to unite enough 
to do anything. 

Setting Advice: This edition allows for significant 
cross-cultural exchange, so do not fear crafting narratives 
that touch on areas outside of Europe. At the same time, 
it’s useful to consider historical context, and root the 
fantastic in the real. Bygones still roam the world, and 
the Consensus is not as strong as it will be in ages to 
come. Several Traditions and Conventions see massive 
reorganization or dissolve in the years between Sorcerers 
Crusade and the Modern Nights. 

Book/ Movie / TV Influences: John Dee: And the 
Empire of Angels by Jason Louv (2018), A Knight’s Tale 
(2001, yes this movie is set well before this era but fits 
the themes of Sorcerers Crusade more than Dark Ages), 
The Borgias (2011), Medici (2016), The Three Muske¬ 
teers (2011), Reign (2017), The Imperial Doctress (2016, 
Chinese TV Show) 

Musical Influences: Abney Park, Hook Soundtrack, 
Borgia Soundtrack 

Game Design Advice: The Scourge replaces 
Paradox in this edition, and it represents a vastly 
different force than it eventually will. At times, this 
fickle manifestation of Reality will assist, at others it 
will lay a magician low. Magick is split between Casual 
and Vain (Coincidental and Vulgar) and even in the 
Renaissance there is a limit to the power a Magus can 
call upon. Magick cast in accordance to one’s Virtues 
and Sins can help or hinder a spell, based upon Res¬ 
onance and the Scourge. In this edition the rules are 
more dynamic, which fits the setting, but they are also 
more robust and act as a guideline for some of the 
options that will exist in later editions. 
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The Fallen Tower 
(Mage Revised 
or Third Edition) 

Traditions crumple , and so , Control is supreme . 

Tone: War’s end, eventually, and the Ascension 
war is clearly over. The Technocracy has won the battle 
for humanity and though the Traditions still exist, they 
are on their way to being crushed under the steel boot 
of Control. A great storm surges through the Umbra, 
cutting off nearly all Umbral travel. This Avatar Storm 
attempts to shred any human being with an Awakened 
Avatar, be they Tradition Mage or Convention Scientist. 
The setting is one of resistance against destruction. 
Mages are insurgents in a world that no longer has a 
need or desire for the wonder that they offer. At the 
same time, the insurgents discover that some... thing... 
caused the Avatar Storm and that something might 
not be ultimately destructive to the Traditions. The 
Conventions are equally cut off from their brethren 
that were on the other side of the Umbral Wall, and 
PANOPTICON is rising to sweep corruption from the 
Technocracy and reinstall Control. 

Themes: Insurgency and Desperation are the core 
themes of this edition. The Technocracy is a nuanced 
force, but they have declared their victory. Apathy is 
rampant amongst the Sleepers, and yet some Mages still 
fight hard for the world. 


Setting Advice: Nuance is essential in the Revised era 
as each of the Conventions and Traditions is presented 
with further subTraditions and Methodologies. Books 
in this edition further explore the Crafts and elements of 
Asian, African, and Native American magical traditions. 
The work that Sorcerers Crusade began in expanding the 
world beyond Europe and North America is pushed even 
further in this edition. At the same time, stories created 
for this edition tend to be gritty, street level, or pushing 
an insurgency angle against the Nephandic corruption 
at the heart of both the Traditions and the Technocracy. 

Book/ Movie / TV Influences: The Holographic 
Universe by Michael Talbot, Constantine (2005 movie), 
Buffy: The Vampire Slayer (1997), The Magicians (2016) 

Musical Influences: Rage Against The Machine, 
Sonic Boom Six, Abney Park, The Sisters of Mercy 

Game Design Advice: In this edition, Magic loses the 
Crowley inspired k. Resonance is no longer a core concept, 
though it is presented as an optional rule outside of the 
core book. Paradigm and focus don’t change drastically 
from second edition and third, in this edition Paradigm 
informs how you cast spells and foci are the tools that fit 
your Paradigm. When creating new rotes keep in mind that 
each success for an effect will usually create +2 health levels 
or points of damage, a +1/4 modifier for difficulties, +1/4 
for an Attribute or Ability, +1 target beyond the Mage, or an 
increase in duration by one step. Spheres impact the degree 
in which these things may be expanded and their impact 
but this is a good design schematic to follow for this edition. 
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A Grimoire is Revealed 
(Dark Ages: Mage) 

There is no single path to the future , 
the darkness hides other routes . 

Tone: Designed as a supplement for Dark Ages: 
Vampire, this edition of Mage leans heavily into the 
darkness element of the World of Darkness. Magic is 
a barely contained and dangerous force, something to 
keep humanity in check. Faith is the dividing line for 
most of the Fellowships. There is little unity between 
Mages, and even the groups that eventually unify into 
Traditions are largely disparate in the 1200s. Dark Ages: 
Mage includes details on the AhlTBatin, but the rest of 
the organized groups are European, and largely Northern 
European focused. The Mythic Age is coming to an end, 
and magic is changing. This leads to some Mages taking 
drastic measures to preserve their power. 

Themes: Hubris, myth, the corrupting influence of 
power and knowledge are the core themes of this edition. 

Setting Advice: When creating stories in the Dark 
Medieval period you should focus in on the micro level. 
The town, city, or village is important. Most of life for 
common folk is tethered to their work and homes, and 
few travel more than a few miles from home. The rich 
however, can and do travel much farther and pilgrimages 
to Rome and even Jerusalem are not unheard of. During 
the Crusades, opportunities are presented for even 
commoners to travel farther they would normally. This 
dichotomy, of a connection to a greater world, and the 
seriousness of the local is important to the Dark Medieval. 
Life is difficult and tenuous and the power of Mages offers 


hope, but also binds people to ‘dark’ forces and many 
are hesitant to seek out the services of the local Magus. 

Throughout all of this, Mages seek out those that 
understand them and find connections with one another 
they cannot find with normal mortals. These are the seeds 
of the Traditions that will eventually develop and there 
are elements of the Mage metaplot seeded throughout the 
setting. Mages may encounter each other in the Umbra, 
or other forces might bring them together. These alliances 
are fleeting, but also act as the early reasons that Mages 
begin to trust one another and build alliances. 

Book/ Movie / TV Influences: Gods and M^ths of 
Northern Europe by HR Ellis Davidson, Magic in the Middle 
Ages by Richard Kieckhoefer, The Hammer and the Cross 
by Harry Harrisson, Vikings (2013), Excalibur (1981), 
Robin Hood: Prince of Thieves (1991) 

Musical Influences: Arkona, Wardruna, Heilung, 
Garmanna, Hedninggarna 

Game Design Advice: With only three books devek 
oped for the line, there is a lot of space to flesh out this 
edition of Mage. At the same time, the system for magic 
is distinctly different from the other editions of Mage. 
Magic is based around a system of Foundation (based on 
Fellowship) and four Pillars. The Foundation is the way 
that magic is embodied or performed, and the Pillars 
describes what comes into creation. Creating new Fellow^ 
ships will require the development of new Foundations 
and Pillars to describe the way that Fellowship performs 
magic. This book is a supplement for Dark Ages: Vanv 
pire and requires that book to create characters. Modern 
abilities are swapped out for more appropriate ones like 
Hearth Wisdom, and Archery. 





























































































Ascension (Ma^e 20th 
Anniversary Edition (Fourth)) 

Dynamism is the force of essential change 
that keeps the river flowing . 

Tone: By collecting all the elements of the previous edb 
tions, the 20 th Anniversary Edition provides an immense 
toolbox, filled to the brim with tools to create chronicles. 
Because of the optional meta-plot elements being options 
it is possible to adjust the tone of fourth edition games to 
fit the tones of any previous edition. There is an expan- 
sion of options with the introduction of the Disparate 
Alliance which creates a reason for Crafts to work together 
in opposition to the Technocracy, Traditions, Nephandi, 
and/or Marauders. Stereotypes are discarded as much as 
possible in this edition. Name adjustments are suggested 
to be both more culturally appropriate and accurate to 
the cultures those Mages come from. Nearly all Mages 
can be sympathetic, excluding the Nephandi, but even 
they are more nuanced than in previous editions. 

Fourth edition Mage is about options and opportu- 
nities. The tone, theme, or setting details of any previous 
edition are open for use in this edition. The War for 
Reality has expanded and this expansion of fronts can 
lead to a sense of panic. The Traditions either have po- 
tential allies in the Disparate Alliance, or another set of 
antagonists, depending on how one views them working 
together. The Technocracy feels they have a firm grasp 
on the consensus, but then blips, shifts, and seismic 
transitions around the world call that assumption into 
question. What is the future? 

Themes: Metaphysical Wonder, Hope, and Potential 
are in opposition to the strictures of consensual reality. 
There are an array of forces seeking to assume the crown 
of universal truth. 

Setting Advice: Fourth edition is a collection of all 
the elements of the previous editions of Mage. Unlike 
some of the other fourth edition books, Mage provides 
significant suggestions for the progression of the me- 
ta-plot. This meta-plot movement is provided as future 
fate sidebars, and all of the metaplot progression from 
various editions is offered as this sort of option. The K 
makes its return to this edition, so don’t leave it out or 
others might assume you’re referring to stage magic. The 


setting for Mage fourth edition is one that encompasses 
all of reality, stretching throughout the planet and deep 
into the Umbra. 

Book/ Movie / TV Influences: Imajica by Clive 
Barker, American Gods and Sandman by Neil Gaiman, 
Nexus , Ramez Naam, Z ahrah: The Windseeker 2008, Zeros 
by Chuck Wendig, Ascension (2014), American Horror 
Story: Coven (2013), True Detective (2014), Hellblazer 
(1988 comic series), Constantine (2014 TV Show), Dr. 
Strange (2016), Black Panther (2018) 

Musical Influences: Florence + The Machine, 
Kathryn Dearborn, Miles Davis, Killing Joke, Loreena 
McKennitt, 

Game Design Advice: Paradigm in fourth edition 
is no longer directly tied to Tradition or Convention, 
though many have suggested Paradigms that fit their 
teachings. Paradigms are expressed as concepts of how the 
world works, Like Speaks to Like, might be a Hermetic 
Paradigm where the sympathetic similarities to things like 
Roses, Queens, and Cats define their magickal effects. 
Casting tables, effects, adjustments, and alterations are 
pages long in this edition and though freeform magick 
is still encouraged there are a plethora of tools provided 
for storytellers. It would be helpful to provide the Par* 
adigms of any NPCs to help explain their motivations 
both magical and mundane. 

Focus is now less about the exact items you use, 
instead it is the combination of paradigm + practice + 
instruments = focus. Magick is about the goal and how 
to meet the needs of that goal with culture, effect, and 
outcome playing a large role in how the Mage gets to that 
point. These two mechanical adjustments to Paradigm and 
Focus help create more individualized willworkers, which 
is an essential element of this edition. Instruments can 
loosely be understood as the Foci in previous editions. 

Some mechanical changes seen amongst all the fourth 
editions lines are present here in Mage, with Athletics 
taking the place of Dodge and Linguistics now being a 
Merit. Mind the addition of the Esoterica Knowledge 
which is more specific than Occult or Enigmas which 
may have previously stood in for some elements. Optional 
Abilities are suggested for Technomancers and specific 
customization for character options throughout. 
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A New Renaissance 

(Sorcerers Crusade: Mage 
20th Anniversary Edition) 

From the old shall rise a new beast, one inspired by ancient 
faith and following the patterns of the newest formula . 

Tone: Where the stories true as told about this era? 
Does other darkness hide amongst the hope and dreams of 
the early era of The Order of Reason? A 20 th Anniversary 
review of Sorcerers Crusade dives even deeper into the 
grand scope of Sorcerers Crusade. This edition might 
touch more on the Americas and the magical traditions 
of the DreanvSpeakers. Looking back through the history 
of the Disparate Alliance, these Crafts have a history as 
well deeply impacted by the Colonialist experiment of 
Renaissance Europe. What is their story during this age? 
Are they won over by the Traditions temporarily or by 
The Order of Reason? This edition is a lot of questions 
because it waits to be written. 

Themes: Secrets hide amongst the obscuring shadow 
of adventure and high fantasy and those secrets have a 
powerful impact on the modern as much as the era of 
High Magick. 


Setting Advice: As with other setting suggestions for 
fourth edition expand the focus of this edition of Sorcerers 
Crusade beyond the limits of the European story. This is 
also a great chance to expand upon the Five Metal Dragons 
and the history of the Artificers in Asia. Though there are 
many problematic historical and cultural elements with 
the cultural interchanges between Asia and Europe, there 
is space to bring forth stories about the rise of the Order 
of Reason and the hope it offered of an honest exchange 
of cultures, technologies, and ideals. 

Book/ Movie / TV Influences: See both suggestions 
for Sorcerers Crusade above and fourth edition. 

Musical Influences: See both suggestions for Sorcerers 
Crusade above and fourth edition. 

Game Design Advice: From a mechanical perspective 
the effects of Paradox will need to be reconciled with The 
Scourge from the earlier edition. The looser elements of 
Paradigm, instrument, and focus already fit the setting 
well and will not need to be adjusted much to fit the 
setting needs. 
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Dark Pages Smolder 
(Dark Ages: Mage 20fh 
Anniversary Edition) 

With new eyes , I did once more gaze 
upon the stars arrayed before me . 

Tone: What other dark histories of magic persisted in 
the world before the Traditions and Conventions wrought 
their great work, shifting the paradigm of reality in their 
direction? This edition of Mage offers a chance to look 
back at the Dark Ages with a new eye toward uncovering 
some of the earlier manifestations of magic in the world. 

Themes: Uncovered secrets hidden deep in grimoires 
and folk traditions. These are stories previously untold. 

Setting Advice: Cosmopolitan and culturally inclusive 
creations are one mark of the 20 th Anniversary edition 
and creations in the Dark Ages: 20 th Anniversary should 
follow the same pattern of offering a glimpse into the 
Dark Ages without sticking to cultural stereotypes. Dive 
deep into the settings of this edition, elaborate on the 
real world cultural traditions that birthed the magical 
traditions of today. Creations here should offer a depth 


not found in the original Dark Ages run, but also will 
likely be of a darker more traditional horror bent. 

Book/ Movie / TV Influences: Once Upon a Time 
in Afrika by Balogun Ojetade, The Miniaturist by Kunal 
Basu, The Tale of the Heike, translated by Royall Tyler 
(2015) Faith (2012, A Korean Drama about a doctor that 
travels back in time) 

Musical Influences: Try to find traditional music 
that fits the location you’ll be writing about. A YouTube 
search for X cultural music is a good start. 

Game Design Advice: Because of the mechanical 
differences with the original Dark Ages: Mage you will 
need to make a choice on what ruleset you use to devel¬ 
op your supplements. It is possible to utilize the ruleset 
for Dark Ages: Mage in other edition settings as well, 
but be clear with your product if you choose that route. 
Supplements created to be compatible with the Mage 20 th 
Anniversary rules and the setting of Dark Ages: Mage will 
have a different feel their those using the system for the 
original game. You are welcome to include elements of 
either or develop an updated ‘20 th Edition’ version of the 
Dark Ages: Mage Foundation and Pillar system. 
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elcome to the Wraith: The Oblivion 
Storytellers Vault Style Guide. This 
resource will assist you in creating new 
material for the horror roleplaying 
game, Wraith: The Oblivion, across 
its various editions and incarnations. 

Whether you are new to writing work for other 
readers, or even if you’re an established writer working 
freelance contracts on roleplaying games, you will find 
this guide useful for getting a grip on Wraith. With this 
guide you’ll be able to craft elements appropriate to the 
different editions of Wraith, explain rule variations, 
and the various historical periods of Wraith. Creators 
should try and adhere to the moods and themes for the 
version of Wraith you choose. 

We invite you to write the location book you wish 
Wraith had received, the Guild, Legion, Renegade, or 
Heretic cult which should have had its own text, or 
you can write the novel you’ve kept tightly bound in 


the back of your mind waiting for release. Regardless of 
what or why, you’ll find that this Style Guide provides 
guidance on bringing your creation to life. There are 
some who say Wraith is the most hopeful of the World 
of Darkness games, even though it has the most depress¬ 
ing outer casing. Whether that is true or not, is up for 
you to decide, however, having a firm idea of where you 
stand in this debate will help in the creation of your 
works for this game line. 

Wraith Editions and 
Metaplot Jimeline 

Currently, Wraith has three full editions, 1st, 2nd, 
and 20th Anniversary Edition. There is one historical 
setting book, Wraith: The Great War, set in the af¬ 
termath of WWI. Unlike the World of Darkness lines 
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previously released, Wraith never received its a Revised 
era core book. Due to several factors, Wraith was cancelled 
before the rest of the Classic World of Darkness lines. 
During the end of the Revised era, Orpheus was released 
with the interesting goal of providing a serial storyline 
which approached the Shadowlands from the perspective 
of a group of mortals looking to cross-over. Elements of 
the Wraith meta-plot are confusing and, at times, con¬ 
tradictory. The Shadowlands are a place of memory, and 
memory is not always a reliable thing. Feel free to adjust 
elements of the meta-plot in your works, with an eye to 
the potential unreliable nature of truth and memory in 
the lands of the dead. 

Take this Style Guide as a list of suggestions. If you 
choose to create a supplement with the feel of 1 st Edition, 
with the rules of Wraith: The Great War, feel free to do 
so. For Wraith, rules and some elements of the metaplot 
are the largest shifts between editions, but the tone and 
themes of the editions are closer than some of the other 
World of Darkness games. Orpheus is the largest departure 
from this rule, and you’ll see why below when we discuss 
this game line. The Storytellers Vault is divided between 
editions to help fit the vision of a specific edition. Some 
creators will choose to focus on the fight against Oblivion, 
while others will look more to the ideals of Transcendence, 
and perhaps some of you will take a stab at creating more 
details about the Far Shores, or other Dark Kingdoms. The 
Shadowlands are filled with nooks and crannies begging 
to be detailed. 

Within a supplement, we recommend you stay 
consistent with the rules you are referencing. This saves 
those who want to use your supplement from having to 
reference multiple books to make full use of your creation. 
The metaplot, finalized in Ends of Empire, brought the 
Underworld to an end, but do not feel beholden to meta¬ 
plot if it prevents you from detailing something which helps 
other storytellers. Drastic departures from the metaplot 
might confuse readers, so we recommend you don’t stray 
too far from the canon, but the Shadowlands are places 
of memory, and those memories are often faulty. Feel free 
to tell the story from the perspective you wish to follow. 
Wraith does not have as massive a catalog of books behind 
it as Vampire, Mage, or Werewolf. This offers both freedom 
and restriction, as the differences between editions are 
less grand than seen in those other lines. 

One note: Wraith: The Oblivion is set in a world much 
like our own, with most of the same historical figures. Since 
everyone dies, it may be tempting to include real historical 
figures in your works. If you do make this choice, please 


do so with a nod of respect toward the cultural traditions 
of the people you are referencing. Many cultures have 
taboos about how to speak of the dead. If you do choose 
to write about the Wraiths of real figures of a culture not 
your own, seriously consider finding a sensitivity reader 
from said culture, or work with a co-writer who can speak 
from their lived experience. 

Musical Influences: Wraith is a game of emotions, 
emotive soundtracks, atmospheric sounds, and nihilistic 
music of all sorts are good to use to get a sense of this 
edition, and the game in general. In most cases there 
isn’t a good reason to note musical influences for each 
edition, except where done so below. Soundtracks: The 
Crow, Ghost, What Dreams May Come, Aliens, Lost 
Boys, Forever Knight, Halloween, Psycho, Suspiria Other 
Appropriate Music: Dead Can Dance, Midnight Oil, 
Sisters of Mercy, Johnny Cash, Nine Inch Nails, Marilyn 
Manson, Blue Oyster Cult 

When you write for Wraith, consider the tone for 
each edition as follows: 

|lie Reaping (Wraitli first Edition) 

Everyone dies , and when you step across that threshold 
you may find yourself looking back through the curtain , rather 
than focused on what comes next. 

Tone: What exists after death? This question hounds 
humanity throughout history. In Wraith, the Shadowlands 
contain a large portion of souls who continue to have a 
strong bond to the world of the living. Oblivion is the 
literal force of Entropy, an active force trying to pull the 
dead into its heart. On the other hand, is the hope of 
Transcendence. Everything exists between is busy work 
designed by ancient Wraiths to perpetuate the middle 
space between falling to nothingness or going somewhere 
else. Wraiths are creatures who feed on strong emotion, 
both negative and positive, to survive. When creating 
books for Wraith, remember memory and emotion are M 
the core elements to lean into, without them, Wraiths 
would not exist. 

The Wraiths of the Underworld are bound to life 
through their fetters, their connections to the Skinlands. 

Yet, the Dictum Mortuum, prevents them from making 
contact with the living. In this edition, the personal 
journey through the Underworld is the key to the game. 
The higher world is a setting which surrounds the personal 
story of salvation or destruction. However, the characters 
likely will not touch on the personal story of Charon, or 
any of the leaders of Stygia or beyond. 
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Themes: The core theme of first edition Wraith is 
the battle between ennui and hope. Other themes present 
are the impacts of bureaucracy, empire, and perpetual 
drudgery. One of Wraith’s other main themes is Romance, 
which may seem odd, but many ghost stories have roman- 
tic plots behind them, and love is often a strong enough 
emotion for Wraiths to hold onto their sense of self. 

Setting Advice: The setting for Wraith is an elaborate 
bureaucracy created to organize the vast hordes of wraiths 
against the face of Oblivion and its servants. The large 
portion of the society of Stygia seems to be both about 
creating order, but at the same time this order dehumanizes 
and industrializes the Undead. At the same time, Wraiths 
on a daily basis want to find ways to resolve their fetters, 
and this dichotomy of getting pulled into the futility of 
Stygian society or connecting to ones life and moving 
on is the core dynamic Wraith Storytellers and Players 
must navigate. 

If you push into the supplements of First Edition, con¬ 
nections to the greater metaplot become more important 
to the stories presented for players. The majority of books 
released for Wraith were created during the First Edition 
era. This includes the Dark Kingdom of Jade books, which 
were the first full exploration of a non-Euro-American 
centric land of the dead. This means there is a lot of space 
to stretch if you create a product connected to the First 
Edition of Wraith. 

Book/ Movie / TV Influences: Movies: Hellraiser 
(1987), The Crow (1994), Ghost (1990), The Haunting 
(1963, 1999), Flatliners (1990), The Shining (1980), 
Poltergeist ( 1982), Pet Semetary ( 1989), The Sixth Sense 
(1999) Books: Divine Comedy (Dante), Lost Boys (by 
Orson Scott Card, not the Vampire movie of the same 
name),Collected Works of Edgar Allan Poe, Frankenstein 
(by Mary Shelly) Comics: Sandman, Spectre, Swamp 
Thing, Hellblazer 

Game Design Advice: How one dies is integral to 
many of the mechanical and setting elements of Wraith. 
As is why you have become a Wraith. What strong 
emotions have kept you connected to the world? These 
things inform both the impact of the Shadow on ones 
existence and the focus the Psyche has on keeping itself 
together. Arcanoi are connected to Guilds, but since those 
Guilds are outlawed this is not a hard and fast rule. In the 
Guildbooks, the idea of Guild specific versions of specific 
Arcanos appears, giving those who are members access 
to powers non-initiated Wraiths cannot access. Arcanoi 
are not as balanced between one another in this edition, 
and you should not feel constrained by the idea of perfect 
balance between powers. 
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There is a cost to everything , and when the tax man comes 
to collect , even the most prepared person still fails to he ready 
to face the consequences of their actions. 

Tone: Secrets of the Underworld are revealed, and 
the end is at hand. The Sixth Great Maelstrom brings a 
shocking end to Stygia in Ends of Empire, and the secrets 
of the game line are revealed to all. Prior, the line appears 
to have been building to a willingness to focus on the great 
horrors of history. Charnel House of Europe: The Shoah, 
was written during this era, as was Reflections: Specters, 
these books offer an introspective look at darkness in our 
own world, and how that darkness reflects into the Shadow- 
lands of the World of Darkness. This edition of Wraith does 
not shy away from staring directly into the horrible places 
humanity can reach. Approach dark topics and moments 
of horrible history with respect, even reverence, and you’ll 
be able to grab ahold of the tone which permeates much of 
the books developed during the Second Edition era. 

Themes: Second Edition carries most of the same 
themes as First Edition, with the addition of reverence 
and respect for human history. Further, themes of memory 
and the impact of memory become central at the end of 
the game line. Wraiths are beings of emotion and memory, 
and this is perfectly clear in Ends of Empire. 

Setting Advice: Books created for this edition should 
be respectful of the material being worked with and should 
be comfortable looking into the heart of darkness to find 
a source of hope. Historical settings and the impact of 
historical moments are important to books created for this 
edition. The idea of moments in time are more important 
than specific locations, particularly when large deaths 
occurred during a period of time over a vast territory. 

Book/Movie/TV Influences: Alien (1979) (From a 
visual perspective), Schindler’s List (1993), Constantine 
(2005) and 2014" 15 TV Show, Books: Anne Frank’s Di¬ 
ary, Heart-Shaped Box (Joe Hill), Our Town (Thornton 
Wilder) Comics: Lucifer, Death 

Game Design Advice: The mechanical systems of 
Wraith and Shadowguiding are clarified and the Thorns 
of the Shadow are presented in the core book. Arcanoi 
are balanced more effectively against one another, but still 
vary wildly in effect. When creating additional material 
for this setting, ensure you consider the cultural impacts 
of the area you are describing. If there is overlap between 
Dark Kingdoms, discuss who controls the area and what 
impacts said overlap of authority might cause. 
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Burning Lungs 
(Wraith: ]tie Great War) 

The gas burns forever on the other side of The Shroud . 
At the same time , the memory of that pain seems to have 
disappeared a few decades later . 

Tone: Rebellion in the face of extreme stress creates 
a War to End all Wars on the other side of the Shroud. 
In this edition, The Smiling Lord, Deathlord of the Grim 
Legion, has seized the seat of power in Charon’s absence 
in the wake of the Lourth Great Maelstrom. And so, 
the War ravaging the Skinlands has poured over to the 
Shadowlands as the various Legions press gang souls into 
service. This epic civil war is the backdrop for the entire 
book, but something isn’t quite right, because all of this 
history is never hinted at in the core setting. So, what gives ? 

Themes: Change is a core theme of this edition, as is 
Technology, particularly the technology of death. There 
is also a sense of Revolution, and a powerful sense of Us 
versus Them. These two themes can be subverted, either 
by looking at things from a non-Stygian perspective, or 
from deconstructing what they mean on the other side 
of the Shroud. 

Setting Advice: This book has significant details on 
the various Deathlords in one place, providing Storytellers 
with knowledge about the highest level of Stygian society. 
This knowledge should be put into use somehow. Spies, 
infiltrators, and other pulp stories work excellently in this 
setting because of the epic war crashing through Stygia. 
The Great War also introduces extra details on other 
Dark Kingdoms, including Swar, and the Dark Kingdom 
of Ivory, the Indian and Africa Shadowlands, respectively. 
This expansion of the Shadowlands touches too briefly 


on large and important cultures within the world. India 
has the worlds largest population, and the impact of the 
Underworld to Indian culture would be significant. 

Book/ Movie / TV Influences: Indian Jones and the 
Last Crusade (1989), Casablanca (1942), The Maltese 
Lalcon (1941), Sky Captain and the World of Tomorrow 
(2004), Wonder Woman (2017), any movie displaying 
elements of WWI, Inglorious Basterds (2009) (Wrong 
war, great thematic elements for this game), 

Musical Influences: Louie Armstrong, Ella Litzgerald, 
Billie Holiday (particularly the emotive power of Strange 
Emit), Vesta Tilly, George Lormby, much of the Ragtime 
and Music Hall styles of the era would be appropriate for 
this edition. 

Game Design Advice: Combat plays a stronger role in 
this edition of Wraith, much more than any other. Rules 
for tanks, heavy artillery, and other weapons of a similar 
nature are central to the story in ways that can often be 
glossed over in other eras of Wraith. This includes exten¬ 
sive rules on sea, air, and land war. The Arcanoi presented 
in this edition are also drastically different in some ways 
from the core systems in Second Edition, some of these 
changes have been brought over into the 20 th Anniversary 
Rules, but it is good to note that this book is the source of 
some of those shifts. Keep these elements in mind when 
you are crafting supplements for this edition, as they play 
an important part in the game. The Wraiths of Swar and 
the Bush of Ghosts have powers quite unlike Stygia’s 
wraith population, and this can either create a sense of 
othering or it can be used to show cultural elements that 
make these groups more in tune with the cultures that 
would spawn these Shadowlands. Be careful where you 
walk in this space. 
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Ram the other sid-e a-F THf-E shroud 

(QRPf+EUS) 


The truth is out there , and you’ll have to cross over to 
discover that truth . 

Tone: Orpheus is, in most ways, a reverse version 
of Wraith. Humans have discovered a pseudo-techno- 
logical way to depart their bodies and become living 
spirits. A mix of X-Files, Leverage, La Femme Nikita, 
with a dash of Flatliners, Orpheus offers a style of play 
that is drastically different from the rest of the classic 
World of Darkness. What happens when the living 
break through the Shroud? The Orpheus Group is a 
corporation that has harnessed cryogenic hibernation, 
drugs, and other techniques to project the living into 
the world of the dead. This shadowy corporation has 
ties to unethical practices, government conspiracies, 
and various shades of illegal activities. By tapping into 
the power of death, the living gain an advantage over 
others. However, the shadowy powers of the Under¬ 
world are just out of sight and are about to take notice 
of these incursions. 

Themes: Humanity Descendant is the core theme 
of the Orpheus cycle of stories. What happens when you 
cross over the last threshold of fear and return to the land 
of the living? Does death hold the same type of fear any 
longer? Laughing in the face of fear is one of the core 
moods of Orpheus and leans into the theme of Hubris. 
After embracing hubris however, is the inspiring Fear of 
Oblivion and the servants who seek to take advantage of 
the living’s incursion across the Shroud. 

Setting Advice: Orpheus is a game line which blends 
a few genres, taking aim at reproducing the cinematic 
experience seen in many horror movies. The idea of a 
corporation taking advantage of the world of the dead to 
influence the living world, but then facing repercussions 


for their actions, is a well-trod trope. The Orpheus Group 
have done horrible things in their desire to unlock the 
ability to ‘project’ into the Shadowlands. At the same 
time, they are not the only corporation or group to be 
trying to tap into this resource. Orpheus largely ignores 
the rest of the World of Darkness, only pulling in bits 
and pieces of Wraith’s plot points to connect it to the 
rest of the world. Science has an explanation for all of 
what happens in Orpheus, and this game leans far away 
from the overt supernatural explanations, digging deep 
into modern metaphysical pseudo-sciences. 

Book/ Movie / TV Influences: Hollow Man (2000), 
Flatliners, Thirteen Ghosts (2001), House on Haunted 
Hill (1959, 1999), The Haunting of Hill House (2018), 
Stir of Echoes (1999), Dragonfly (2002) 

Game Design Advice: When writing for this game, 
it is helpful to know the original books were designed 
as a limited run story. Six books contained the entire 
plotline for the game line and were designed as a serial 
self-contained adventure. That said, there is a lot of space 
to fill out this world. You can lean into creating another 
organization much like The Orpheus Group to oppose 
them. Or, you can tell stories about Orpheus that have 
been suppressed. The rule systems for this game line 
are distinctly different from the rest of the rest of the 
World of Darkness, and it is easy to see how they influ¬ 
enced Chronicles of Darkness. The Hauntings Orpheus 
operatives utilize are similar to some of the Arcanoi, 
but they also operate in a totally different way in most 
cases. Information needed to run Orpheus is present in 
Wraith 20 th Anniversary Edition, so do not feel wedded 
to the original run if you would like to extend the ideas 
of Orpheus into a different direction. 
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Once More Out of the Caul 
(Wraith 20th Anniversary Edition) 

Death is hardly the end, and even the death of the 
dead will not keep them down. 

Tone: The most recent edition of Wraith is a com¬ 
pilation of the concepts presented throughout the entire 
original run of the game, and an expansion of some of 
the elements that tie into the setting. Wraith is a game 
about life, and the emotional resonance the living place 
on death. The idea of unfinished business, in the face of 
an eternal oppressive system which pulls people away from 
the people, places, and things they truly feel connected 
with, is an allegory of the modern world. Hope is hard in 
a world where souls are literally melted down into coins, 
but there is still hope in the face of such systemic grind¬ 
ing down of people. 

Themes:. The themes of Wraith don’t drastically 
change in this edition from 1 st or 2 nd Edition. A sense of 
Hope in the face of industrial depression and dehuman¬ 
ization feels more topical but is largely retained from the 
original run of the game. Breaking down the other, and 
in death understanding that everyone is human, has a 
slightly stronger place in this edition. Hope, Emotion, and 
a Sense of Connection are the core ideas present at the 
heart of Wraith, and they shine through in this edition. 

Setting Advice: For the first time, the 20 th Anniver¬ 
sary Edition provides a map of Stygia. This provides an 
interesting point of reference for conceptualizing what 
the center of Charon’s Empire could look like. However, 
Stygia is not a fixed place. It collects bits and pieces of 
destroyed by emotionally empowered places, things, and 
relics of the living world. And so, this edition should be 
viewed as pulling in all of the disparate elements of Wraith 


into a single source. The other Dark Kingdoms gain a bit 
more concrete details, including some more details on the 
Dark Kingdom of Obsidian, the Mirror Lands, and The 
Dark Kingdom of Clary, of America, The Caribbean, and 
Australia respectively. 

Additionally, the shifts of the plots from The 
Great War are addressed holistically in this Edition. The 
actions of the Mnemoi and Charon to control the memo¬ 
ries of what occurred are built into the metaplot elements 
presented in this text. Though the Shadowlands could be 
destroyed as presented in Ends of Empire, there is enough 
guidance to continue the story of Wraith without having 
to come to the same forced ending. This setting can be 
used to tell stories throughout the history of the world 
but is a dark reflection of our modern world. 


Book/ Movie / TV Influences: American Horror 
Story: Murder House (2011), Bedlam (2015), Beetlejuice 
(1988), Poltergeist (1982), Ringu (1998), The Conj uring 
(2013), What Dreams May Come (1998), Drawing Blood 
(Poppy Z. Bright), The Haunting of Hill House (Shirly 
Jackson), The Shining, (Stephen King). 

Game Design Advice: The Arcanoi are much more 
balanced in this edition, and Guild specific versions are 
included alongside the more common applications of 
each power. When writing for this version of the game 
one should try and look at opportunities for expansions 
of cultural elements that have only been lightly touched 
upon by the writers of this book. Orpheus is designed as 
a supplementary element of this game and can be run 
alongside a semi-healthy Hierarchy. The sense of absence 
of wraiths in Orpheus due to the Sixth Maelstrom can 
be simply because wraith society is so forcefully inwardly 
focused. Alongside the millions and millions of dead 
souls in the Underworld, there are intertwining stories 
that pull on many layers of Stygian society, which gives 
you the freedom to dive deep into a specific Necropolis 
or tie into high level concepts and stories. 
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Welcome to the Changeling: The Dreaming 
Storyteller’s Vault Style Guide. This resource will assist 
you in creating new material for the horror roleplaying 
game, Changeling: The Dreaming, across its various 
editions and incarnations. 

Whether you are new to writing work for other 
readers, or even if you’re an established writer working 
freelance contracts on roleplaying games, you will find 
this guide useful for getting a grip on Changeling. With 
this guide you’ll be able to craft elements appropriate 
to the various editions and settings of Changeling, 
explain rules variations, and explore what telling sto¬ 
ries in various historic settings means for Changeling. 

We invite you to explore the myths and legends 
of the World of Darkness Changeling has not yet 
included, build kiths from the myriad urban legends 
that grow and change as they are told again and again 
to those fighting for survival and daring to hope in a 
hopeless world. 


it answers about what truly happened leading up to the 
Interregnum, or pause in the reign of the Fair Folk. The 
rules, and setting of Dark Ages: Fae was a supplement 
for Dark Ages: Vampire, which was released during 
the game line’s Revised era. It’s rules, core themes and 
setting are distinct from Changeling: The Dreaming. 
Below you will find guidance on crafting works in each 
of these settings. Changeling changed a great deal dur¬ 
ing the line’s development, and it’s important to pair 
your themes with the era of the game most suited to 
the stories you want to tell and facilitate. 

In the end these are only suggestions about how 
to pair theme and mood with these editions. Writing 
about Changelings can be as flexible and capricious as 
the Dreaming itself. If you want to use the 20th An¬ 
niversary rules in a Dark: Ages Fae setting, or perhaps 
write up rules for exploring the mysterious Interregnum 
when the Dominions of the Fae transformed into the 
Arts known among the modern Kithain go ahead. The 
Storyteller’s Vault is divided between editions to help 
fit each particular vision to a particular edition. Some 
creators will chose to focus on the desperate battle to cling 
to hope in the face of the coming winter, while others 
will chose to explore the grandeur and tragedy of high 
myth played out again and again in the hidden chimerical 
corners of the world. Others will chose to explore conflicts 
between diasporic kithain where they encounter the Fae 
they’ve displaced as they migrated far from the mounds 
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Changeling has 3 editions, First, Second, and the 
20th Anniversary Edition as of the time of writing. Dark 
Ages: Fae creates a historic setting, revealing the early 
nature of the Fae, but often raising more questions than 
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and myths that birthed them. Within a supplement we recommend 
you stay consistent with the rules you are referencing. This saves 
those that want to use your supplement from having to reference 
multiple books to make full use of your creations. 

Changeling’s metaplot advanced, but also changed theme 
and focus several times as it progressed through the various edi¬ 
tions. Each corner of the world of Changeling offers different 
opportunities. You can explore moments within the metaplot 
with careful devotion, or take liberties and weave a different 
dream in your supplements. 

When you build your supplements start with a recognizable 
foundation from the line and build your path through the dream¬ 
ing from there. If you decide to tell the story of the Evanescence 
through the eyes of the Urban Renewal League you have to 
decide what relationship their revolutionary fervor and hunger 
for freedom has to the nightmares preparing to crawl their way 
into the Autumn world, and what their actions may do to change 
the world presented in the Changeling 20th Anniversary edi¬ 
tion. Conversely, if you decide to explore the founding of the 
American Indian Movement of 1968 and tell a story where the 
Nunnehi’s resurgence is every bit as powerful as the Kithain’s 
you need to consider how that would impact the societies of the 
Fae, especially in such iconic locations at 1969 San Francisco. 
It is important to know the meta-plot of Changeling so you can 
make changes that will evoke your reader’s passion for the world, 
but you shouldn’t feel bound by the game’s existing canon. 

When you write for Changeling, consider the tone for each 
edition as follows. 

Che Coming op Qucumn 
(Changeling First eoicion) 

When the cold of winter takes the last 
of us the very mountains will weep, but 
we will dance through dream until we can 
dance no more. 

Tone: There is a world beneath the world, and you are one 
of the rare few privileged enough to know its secrets. The world 
is a cold, cruel place, but it is not as cold and cruel as it might 
be, because you keep the fire of beauty alive. You are surrounded 
by the chill wind of Autumn. It blows in the disapproving glare 
of your teachers, the disappointment of your mother, and the 
chiding of your older brother that you need to “toughen up or 
you’ll never survive high school”. Changeling First Edition is a 
game about being the final bastion of wonder standing against 
a world that’s forgotten how to dream. 

The kithain are defined by their myths, and play the parts 
they are cast to play by the Faerie curled up deep inside them. 
They constantly walk a knife’s edge with the lunacy of Bedlam 
off one side, and watching the death of everything that makes 
life worth living off the other. The Accordance War rests in the 
past, but the Sidhe still wield the names and wills of their lessers 
like a shining sword against any who dare to oppose them. First 
Edition Changeling focuses on the stark difference between 
commoner and noble. The Sidhe still closely guard the secrets 


of Chronos and Sovereign against their subjects. This division 
of power shapes much of Concordian society. 

The Fomorians in this edition are connected to the Fomori 
that spawn from the Wyrm, and bare the taint of both darkness 
and banality. The Dauntain, and Autumn People are a constant 
threat, driving home the intimate nature of the Fae’s greatest 
enemies. The severity of this threat creates a dynamic where the 
opposed factions of the game, the seelie and unseelie are almost 
as likely to work together as they are to oppose each other. The 
fact that each PC is defined in part by their opposing court re¬ 
inforces the messy allegiances of the Fae. No matter how much 
the Sidhe and Redcaps may resent each other, they will all do 
what is necessary to survive. 

Themes: The core theme of the first edition of Changeling 
is Defiant Hope in the face of a Tragedy and Decay. Other 
themes are maintaining Community and Identity in a world 
that refuses to see the legitimacy of your existence. 

Setting Advice: Focus on local stories, regional myths, and 
how the dreams of place leak into and color the Autumn world. 
The early Changeling line seeded Fae such as the Menehune 
and Inanime sometimes full editions before they were built into 
playable groups, along with other faeries we still have not seen 
in detail. The line focused in on the political struggles of specific 
cities and regions, often taking advantage of the focus on local 
stories to introduce kith ties to local mythology. Including a new 
kith in a narrowly focused setting book is core to Changeling First 
Edition’s design. Changelings also represent the hidden people 
and places of the world, so highlighting invisible communities or 
locations, like hidden cooperative living spaces, or strongholds of 
LGBT culture resonates strongly with the themes of this edition. 

Book / Movie / TV Influences: Labyrinth (1986) and Sand¬ 
man (1989-1996) explore what happens when hidden Dreams 
spill out into the world, and deeply influenced the early devel¬ 
opment of Changeling. Power of Myth; Bill Moyers and Joseph 
Campbell explores the heroic cycle of the monomyth central to 
so many epic Changeling stories. The Little Prince (1943 book, 
2015 movie), Where the Wild Things Are (1963), The Mythology 
of Native North America; David Leeming and Jake Page. 

Musical Influences: Loreena McKennitt, David Bowie, 
Jefferson Airplane, Pink Floyd, Trevor Jones. 

Game Design Advice: Changeling magic is created by 
mixing Arts, the powers of the Dreaming, with Realms, the 
aspects of reality a Changeling has dominion over, with bunks 
which are the small stories changelings tell with their words and 
actions to evoke magic into the world. When building new arts 
it’s important to consider how they will work with the various 
realms, and if the relationship isn’t immediately obvious provide 
examples to show players how the powers work with each realm. 
The first edition of Changeling also included Glamour cards, 
which added a random, and somewhat proscriptive element to 
the magic system. The Glamour card system also added tactical 
decision making to every magic effect. The line included sev¬ 
eral “Advanced and Alternate” cantrip systems in various texts 
throughout the line. If you want to play with the Glamour Card 
system you should be specific about which optional rules, if any 
you are designing for. 
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QII che WorIO s a Sca^e 

(Chanselms Seconb Chiaon) 

There are more things than are written 
about in your philosophy Horatio, and 
heaven has nothing to do with it. 

Tone: The cold winds of Autumn were once the greatest 
threat to the kingdom of Concordia, but something far older and 
more insidious is crawling out of the Dreaming. The Kithain feel 
a call to arms deep within their soul, and refusing to answer that 
call is as deadly as any Dauntain’s tained arts. The second edi¬ 
tion of Changeling moved the focus away from Banality’s chill 
touch and explored the often deadly threats that come from the 
Dreaming itself. The dark and hidden trods of the Dreaming are 
explored, many of them far from the protective silver way the 
Tuatha laid down before the shattering. 

This edition of Changeling introduces a myriad of Fae spread 
across the entire world. The regional focus gave way to a much 
more substantial metaplot where we learn there are dark spaces 
within Chimerical reality that even the Kithain know very little 
about. This sets the stage for characters to embark upon epic 
quests of Arthurian proportion, to uncover dark secrets about 
their own violent origins, and truly reach for the greatness of 
Arcadia. At least that’s what the Kithain choose to believe. 

While Changeling Second edition brought the return of 
all 13 Sidhe houses, it also brought the Adhene, with their 
bitter memories of the Tessarakonta, the War of Making, and 
the threat of a renewed War in Concordia. The bitter truth 
Arthur learned in the waning days of his round table shudders 
through the Dreaming. Great tales are only born from great 
tragedy, and a Changeling’s unmaking can come from the 
deepest corners of the dreaming as easily as it can come from 
the drudgery of a day job. 

New Faeries introduced in the context of this edition are 
likely to exist in a global, instead of a local scale. Intrigue im¬ 
pacts all of Concordia, and the player’s choices resonate in the 
deepest corners of Chimerical reality, whether it’s taking up arms 


with the Urban Renewal League against the Sidhe hegemony, 
or aiding Seif Raushan uncover the truth of High King David 
Ardry’s disappearance. 

Themes: Changeling Second Edition shows us that dreams 
can truly Change the World. The choices you make, and the story 
you choose to be can inspire and terrify. Changelings learn the 
power of their own Identity, and the dangers of losing yourself 
in a world that might not be as idyllic as they long believed. 

Setting Advice: Sourcebooks set in second edition should 
focus on the dynamics of The Dreaming as a whole. This era 
includes Inanimae: The Secret Way and Land of 8 Million 
Dreams. It’s possible to expand on this work by exploring groups 
such as the Indian Yakshas, or new phyla of Inanimae. It’s impor¬ 
tant to tell the stories of these myths everywhere they are found, 
from the corners of the Digital Web where sparks flourish, to the 
vibrant Indian communities of Britain and America. Remember 
that Changeling is a story of diaspora, myths reborn again and 
again, ever further from the lands they emerged from. 

Book/Movie/TV Influence: M irrormask (2005) is a more 
intimate take on the 2nd edition themes of questing into the 
dreaming to find one’s self, Jonathan Strange & Mr Norrell by 
Susanna Clarke (2004 book, 2015 miniseries) looks at how the 
schemes of the Fae can impact the larger world, Angel Monster 
Man (2016) Sam J. Miller, Hellboy II: The Golden Army (2008), 
American Gods (2001 book, 2017 TV Series) 

Musical Influence: The Smashing Pumpkins, Pomplamoose, 
Cruxshadows, Florence + The Machine, Blackfire, Of Monsters 
and Men. 

Game Design Advice: The cards, and strategies of first edition 
bunks give way to a much more streamlined system in Second 
Edition where players can select bunks tied to their personality, 
or the nature of the magic they are trying to weave into exis¬ 
tence. This edition also introduces the arias of the Adhene, the 
slivers of the Inanimae, and the alchemy of the Hsien. Second 
edition is an ideal place to explore bespoke reconfigurations of 
the realms and arts. The core concept of magic power and domain 
intersecting is consistent across the various magical systems of 
Changeling, but you can explore myths where magic behaves 
differently than the arts and realms of the Kithain. 
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In our absence the children of the star have risen. 
They are foolish and we must show them their folly. 

Tone: The war is behind, in front of, and within the Fae. 
They are the war, and fight because it is the only story they know. 
It is a strange thing to hear the tolling of the bell at the end of 
the high mythic age, and to play out an inevitable tragedy youVe 
already lived through. The Fae are trapped in a moment between 
their foolish retreat from the world, and a banishment they do 
not see ahead of them. They are in the final throes of the War of 
Seasons, and fight with a passion only the Fair Folk can understand, 
and the ambivalence that comes from knowing how the story ends. 

In the high Dark Ages the Fae face a world reshaped during 
their absence.The sundering seeped into the cracks of the world and 
widened them while the Firstborn obsessed over their own affairs, 
and now the Fae must fight to complete the War of Seasons, even 
though their non linear experience of time has revealed its end, not 
a victory, or glorious climax, just an end, sudden and inexplicable. 
What they cannot see is what comes next. All they know is that in 
their absence the world grew predictable, and structured. The Fae 
now regret gifting power to the sons of Adam and the daughters 
of Eve. Mortals wove that power into faith, and cities, and terrible 
things that fascinate and terrify the Firstborn, but that power cannot 
be taken back, and its full realization is just beyond the horizon. 

Themes: Anxiety defines every Faerie s existence in the final 
days of the War of Seasons. The Inevitability of the path ahead, 
even given the Fae s godlike Power demonstrates the Contradictory 
nature of the Fair Folks world. 


Setting Advice: Dark Ages Fae gives an opportunity to explore 
truly alien characters, with incredibly dynamic unpredictable pow¬ 
ers. The Fae of this age are bound to the stories they have written 
for themselves, and they continue to saine new sprites into these 
stories, despite the precarious life they find themselves bound to. 
Dark Ages Fae doesn't have any sourcebooks, so the opportuni¬ 
ties for exploration are extensive. While there are several abstract 
ties to Changeling: The Dreaming, the hooks are often tenuous, 
demonstrating that the memories of modern Changelings are more 
distorted than they realize. When focusing on the mortal world 
of the Dark Ages remember that while some Fae are fascinated 
by humanity, it is the fascination of a small child collecting but¬ 
terflies under glass. The Fair Folk of this era are incapable of truly 
understanding the human world they have returned to. 

Book / Movie / TV Influence: Willow (1988), A Midsummer 
Night’s Dream William Shakespeare, Legend (1985), Bard: The Odyssey 
of the Irish Morgan Llywelyn, The Mists of Avalon Marion Zimmer 
Bradley (1983 Book 2001 Miniseries) 

Musical Influences: Tangerine Dream, James Horner, The 
Lord of the Rings Soundtracks 

Game Design Advice: The Dominions of Dark Ages Fae are 
designed to be all encompassing, but are also somewhat limited 
in their scope so the game could include a comprehensive system 
in one text. The core book includes guidelines for creating new 
cantrips. Using those parameters will ensure that the powers you 
create will integrate well with the other cantrips from the core 
game. There is also a lot of green space to explore the courts that 
define the Fae beyond the European framing of Dark Ages Fae. 
Some of the Fae outside Europe may express their magic through 
different Dominions defined by phases other than the cycles of 
the day. Other systems should encompass similar universal themes 
to the current Dominions and develop static cantrips alongside 
various dynamic forms of unleashing. 















































































































































































Q Once anO FucuRe king 
(Changeling che ^Reaming 
20 ch QnniveRsaRy GOicion) 

We feared the dark creeping out of our 
dreams. We no longer have that luxury, and 
as it turns out they bleed as well as we do. 

Tone: In a moment the world changed. Glamour poured forth 
from the heart of the Dreaming again, but this spring didn’t bring 
the inspiration and hope of the resurgence, it brought bitterness 
and fear. Changeling the Dreaming 20th Anniversary edition 
compiles the accumulated material from each previous edition. 
It also serves as the Revised Edition of the game, moving the 
meta plot into the 20th century and changing several aspects 
of the game that were incomplete or contradictory in previous 
editions, including the tight connection of age and Banality. 

Several kiths that were previously treated as rare European 
Gallain are folded into the core of Kithain society, and the darkest 
creatures of the Dreaming are expanded, providing broad options 
to explore any of the themes from the previous editions as well 
as entirely new stories. This edition eliminates the connection 
between the Wyrm’s fomori and the Fomorians, allowing night¬ 
mares to blossom and grow in their own right, dark and terrible 
instead of inexplicably banal. The Third edition ties together 
the intimate politics of first edition, with the deep exploration 
of the Dreaming common later in the line. While Changelings 
still quest into the Dreaming, those quests are just as likely to 
bring them back to the mortals dreaming chimerical reality into 
existence, and the banal threats of their mortal lives. 

Themes: The Relative and Cyclical Nature of glamour 
and banality run throughout this edition. One Changeling’s 
inspiration is another’s banality trigger. This tension drives how 
Changelings saine their Society, and themselves. 

Setting Advice: Third Edition drives the meta plot, and 
mechanics of Changeling forward more dramatically than the 
other 20th Anniversary Editions. While any of the themes from 


the previous games are appropriate for a 20th Anniversary Edi¬ 
tion these changes provide substantial opportunity to explore 
the new concepts that now only exist in the Changeling 20th 
Anniversary core book. The Autumn Sidhe’s impact on the 
Interregnum, the changes within the Sidhe houses, and the 
entirely new vision of the Dauntain and Thallain provide vast 
opportunities to explore and progress the world of Changeling. 

Book / Movie / TV Influence: Lost Girl (2010), Legion 
(2017), The Onion Girl (2001) The Buffalo Man (1999) Charles 
deLint, Rabbits Podcast (2017), Into the Woods (2004) 

Musical Influences: Amanda Palmer, The Cranberries, 
Scissor Sisters, Mika, Fever Ray, Janelle Monae 

Game Design Advice: The arts and realms are reorganized 
and expanded in Third Edition. Several powers are redesigned 
and shifted into different, and in some cases new arts, to create 
a more balanced and expandable system that removes duplicate 
powers between the various arts. If you decide to introduce new 
arts to the system be sure you aren’t recreating powers from the 
existing system, and carefully consider how the arts behave 
when unleashed. Reserving an art’s most powerful effects for 
high level cantrips is common, and can prevent unleashing 
from becoming too unwieldy for a storyteller. Since kiths do 
not have affinity for one art over another, duplication of effects 
doesn’t assist in balancing out the overall system. The Inanimae 
realms are removed entirely as the slivers in Third Edition can 
only be unleashed. 

Changeling 20th Anniversary also ties bedlam with the 
act of wielding fae magics too often or carelessly, and banality is 
defined against each individual Changeling’s personal relation¬ 
ship with their own story.These and several other new ideas 
such as the changes to the Dauntain, banality triggers, cold iron 
chimera, and others present broad potential for new exploration 
and development. 

There are also several mechanical changes shared among 
all the 20th Anniversary lines such as replacing Dodge with 
Athletics, and Linguistics now being a Merit. The system also 
applies rules from the Revised edition such as bashing and lethal 
damage to the Chimerical damage systems, and updates rules for 
entering The Dreaming to include unleashing. 
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The end of all thirds is upon us. 

Now we finally see what comes next. 

Tone: The end of the War of Seasons is finally upon the Fae. 
Its clear the Fae know the end of the war that drew them away from 
mortals is coming to and end, but they cannot see past it. The Third 
Edition of Changeling drew more direct connections to Dark Ages: 
Fae, including the implication that something changes the nature 
of the courts from 4 to 2, and seeds the reemergence of some of 
the faerie strongholds from Dark Ages Fae to the modern world. 
This is an opportunity to look back and explore the final battles 
of the War of Seasons, or explore what motivated the Firstborn 
and Inanimae who reside outside of Europe's borders during this 
period of history. The increase in trade near the end of the Dark 
Ages provides an opportunity for these Fae to begin to interact with 
each other and set the tone for ages to come. 

Themes: Exploration of the Fae s complicated relationship with 
memory and time as the word accelerates and becomes ever more linear. 

Setting: The diversity of Faerie experience presented in the 
20th Anniversary Edition should be reflected in the Dark Ages 20th 
Anniversary texts as well. With so many details from the Dark Ages 
now folded into the modern setting, this is an ideal opportunity to 
ask the question, how did the fae's nature change so dramatically, 
and if memory and time are so mutable, what did these stories look 
like while they were first being lived? 

The Dark Ages is a time where magic and dynamism existed in 
ways modern Changelings could never comprehend. When explor¬ 


ing the Fae of Europe this is an opportunity to pull some of the 
changes from the 20th Anniversary Edition into the Dark Ages and 
provide more substantial hooks between the editions, perhaps even 
providing a path to play through multiple lives and experience the 
transformation of Fae identity from the dark days after the sundering 
into what comes after the end of the War of Seasons. 

This is also an opportunity ask what would the kith of Austra¬ 
lia, North America, Hawaii, and Africa look like as Firstborn? Its 
important to avoid stereotypes associated with these cultures when 
exploring their myths.This setting provides an opportunity to explore 
these faeries without the colonialism and cultural displacement that 
cannot be ignored when telling their stories in the modern day. 

Book / Movie / TV Influence: 1001 Arabian Nights trans¬ 
lated by Husain Haddawy, Lebor Gabala Erenn R. A. S. MacAlistey 
Ayakashi (2006), Beowulf translated by John Lesslie Hall, The Tempest 
Shakespeare. 

Musical Influences: Try to find traditional music that fits the 
location you'll be writing about. A YouTube search for X cultural 
music is a good start. 

Game Design Advice: There are significant mechanical dif¬ 
ferences between Dark Ages: Fae and Changeling: The Dreaming, 
but the 20th Anniversary Edition brought a few concepts like 
Unleashing forward into the new rules set. Looking at how the 
20th Anniversary edition handled some Dark Ages dynamics can 
provide opportunities to update the systems, and give them a more 
familiar feel. You should be careful if you make alterations to the 
Dark Ages systems to be very clear about how you are modifying 
the mechanics and work with players to be sure your descriptions are 
clear and accessible. Especially if you explore how the Fae evolved 
from the Dark Ages into the modern age be sure to be very clear 
about any mechanical alterations you are using and how you are 
transforming Echos, Weaving, and Mists, into modern Banality, 
Glamour and Nightmare. If 
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The hardest thing in this world is to live in it . 
— Buffy, The Vampire Slayer 


Welcome to the Hunter Storytellers Vault Style 
Guide. This resource will assist you in creating new 
material for the horror roleplaying game, Hunter: 
The Reckoning, as well as Dark Ages: Inquisitor. 
This guide will assist new and experienced writers 
alike in finding the correct tone for their Hunter 
sourcebook. The game lines covered in this style 
guide each focus on a different time period of hun¬ 
ting monsters and understanding the backdrop of 
each game line will assist in making your product 
fit with the feel and themes of the setting. The 
differences between each game line follow this 
introduction. 

Whether you decide to write a new sourcebook 
covering a modern urban center crawling with 
unnatural things, a collection of chapter-houses 
of the Inquisition, or a novel detailing a Hermit’s 
descent into madness when faced with the walking 
dead, this guide will provide you the building blocks 
and reference tools to get started. 


Game Lines and the T imeline 

Dark Ages: Inquisitor takes place in 1230 C.E. 
and acts as a companion piece to Dark Ages: Vam¬ 
pire, also known as Dark Ages: Second Edition. 
Though it shares some systems and themes with 
Hunter: The Reckoning, Dark Ages Inquisitor is 
designed as a companion piece to Dark Ages: Vam¬ 
pire, whereas Hunter: The Reckoning is presented 
as a standalone game. 

Hunter: The Reckoning is set in the modern 
era. The game line was introduced in November 
of 1999 and presented as occurring in real-time. 
Though the initial metaplot drew to a close with 
2004’s Time of Judgment, there is no reason that 
your Hunter: The Reckoning materials cannot 
continue to the present day and beyond. Many of 
the setting elements introduced in Hunter: The 
Reckoning, such as the role technology plays in 
the hunt, and the existence of Hunter-Net require 
little to no modification to fit perfectly in a con¬ 
temporary World of Darkness. 
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Hunt er: T he Reckoning 

The end is nigh , monsters are real , and you are 
one of the few chosen who can do anything about it. 

Tone: Hunter: The Reckoning explores the 
conflicts created when everyday folks have the 
wool pulled from their eyes and are confronted 
with the dark realities of the World of Darkness. 
One moment, the characters are going about 
their average lives, working their average jobs, 
and spending time with their average families 
and friends. Suddenly, and without warning, their 
sense of normalcy shatters as they are shown some 
creature among them who is somehow wrong . How 
they react to this revelation varies from hunter 
to hunter. The important thing, the thing that 
matters most, is that they do something in the face 
of the supernatural. 

Hunters are humans who receive a calling from 
mysterious entities who reveal the supernatural and 
empower the nascent hunter with certain abilities 
to fight back against the darkness. Hunters are not 
organized, trained, or prepared for this war. The 
mysterious benefactors, called Messengers, Heralds, 
Ministers, Shining Ones, and a number of other 
names, depending on the hunter you ask, seem to 
grant their messages without rhyme or reason. A 
pizza delivery driver is just as likely to be Imbued as 
a combat veteran. Most hunters do not hear from 
the Messengers again after their Imbuing. With 
the realization that the supernatural is real, hunters 
are thrust into a strange and unusual world, one 
that bears only a passing resemblance to the one 
they knew. In most cases hunters cannot count 
on anyone but themselves and each other for 
help and support. After all, it’s not like they can 
tell the police that the city council are all blood 
slaves in the thrall of an undead monstrosity. That 
sounds crazy. 

Hunters communicate over the internet. Not 
long after the Imbuing, hunters feel compelled to 
reach out to one another. A glyph language, called 
Hunter Code, allows for some communication. In 
fact, many hunters find their way to the central 
message board of hunter-net by following a trail 
of Hunter Code until they locate the site. On 
Hunter-Net, hunters share information and theo¬ 
ries about themselves, monsters, the Messengers, 
and the act of hunting. Anonymity is strongly 
encouraged on the board as the board’s manager, 


Witness 1, makes no guarantees about the security 
and safety of information shared on the site. 

The world is not what you thought it was. 
There are monsters everywhere. You can see them. 
You know. 

Themes: Fear of the unknown, heroic struggles 
against insurmountable odds, paranoia, finding 
hope in the seemingly hopeless, trying to maintain 
a normal life while fighting evil, the effects of 
hunting monsters on one’s own humanity. 

Setting Advice: Hunters are stumbling blindly 
in the darkness, with only the dim torch of Con¬ 
viction to guide them. Even the most powerful 
or well-informed hunter is all but clueless in the 
face of the centuries old power structures, social 
systems, and habits of monsters. Supplements for 
Hunter: The Reckoning should play up this lack 
of knowledge and understanding. A smart hunter 
studies their prey before acting. A careless hunter 
ends up dead in a hurry. 

Monsters inhabit all walks of life and adhere 
to few discernible rules. Sourcebooks focusing on 
creatures or geographic areas can and should turn 
expectations on their ear. The normal rules of a 
particular monster type do not necessarily apply 
in Hunter: The Reckoning. Monsters remain hi¬ 
dden behind a supernatural fog of denial, which 
only hunters and their bystander allies are able 
to reliably pierce. This allows for monsters to be 
a bit more bombastic, brutal, and grandiose in 
Hunter: The Reckoning than you might expect 
in a Vampire: The Masquerade sourcebook, or a 
Mage: The Ascension story. Evil monsters are truly 
vile. Redeemable monsters are pitiable and broken, 
with only the smallest sliver of hope keeping them 
from plunging headlong into the abyss. The walking 
dead have infested the earth, masquerading as the 
living to carry out their dark agendas. 

Movie/TV Influences: The Lost Boys, Fright 
Night, Near Dark, Supernatural, Night of the 
Living Dead, Diary of the Dead, Frailty, Buffy the 
Vampire Slayer, Kindred: The Embraced 

Game Design Advice: Of all the game lines 
set in the World of Darkness, Hunter: The Rec¬ 
koning has the most design freedom built directly 
into the setting. Monsters exist. Though they 
take the forms of creatures that are recognizable 
the players and Storytellers of other World of 
Darkness games, the same rules do not apply to 
monsters in Hunter. Several sourcebooks for 
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this line offer alternate rules for the supernatural 
abilities of various creature types. Weaknesses 
and strengths may be swapped between creature 
types. New weaknesses can be introduced, and 
old stereotypes tossed out the window. The 
hunters do not know what a vampire can and 
cannot do. The best way to reflect that is to 
make tweaks to the way vampires work in the 


system. Have fun with the design, playing with 
and challenging monster tropes. Look to various 
media about the creatures you wish to introduce 
in your sourcebooks for inspiration. How can you 
subvert tropes about werewolves? How about 
mummies, or zombies? Aquatic creatures from 
dark waters? The sky is the limit. Challenge the 
hunters with new ideas. 


m Brink (Hunter: T he Reckoning I ® 1 Anniversary Edit ion) 

By some miracle , we have survived the Reckoning . Now we are in a world on the brink of destruction. 


Tone: The setting of Hunter: The Reckoning 
brought forward to the present day takes on an 
even grittier tone. Seeking increased security in 
an ever shrinking world, hunters move the bulk 
of their online communications to the Deep Web. 
While this keeps Hunter-Net safer (in theory) it 
also places hunters in near constant contact with 
monsters both supernatural and human. Although 
the much lamented apocalypse has yet to arrive, 
the hunters know that the world is being overrun 
and corrupted. Humans fortunate enough to avoid 
direct contact with unnatural monsters still must 
cope with the everyday evils of trafficking, drug 
wars, terrorism, fundamentalism, racism, class 
warfare, and climate change. Some hunters, fee¬ 
ling themselves to be stewards of the earth, begin 
reaching beyond their Messenger-given mandate 
to face wholly mundane threats in the name of 
cleansing the earth. This philosophy, especially 
popular among some Waywards and Visionaries, 
postulates that monsters are only able to thrive 
because humanity is corrupt enough to support 
their depraved existences. Those who argue against 
getting involved in the crimes and abuses of humans 
wonder if such aggressive hunters are just as bad as 
the real monsters that stalk the night. 

Facial recognition software, social media, and a 
near global blanket of high speed internet all serve 
as useful tools in the hunt. The right code words 
can bring a dozen hunters onto a single area, ready 
to take down a perceived threat. Of course, if the 
monsters figure this out, they will be able to set 
traps with ease, but so far none seem to have crac¬ 
ked the code. Some hunters proceed with greater 
caution than ever in light of the shrinking world, 


while others dive in headlong, willing to drag the 
opposition to hell with them. 

Themes: Hubris, paranoia, and the struggle for 
survival are all relevant themes for your Hunter 
sourcebook to explore. In this scenario, hunters 
feel the constant weight of doom permeating the 
world around them. If the monsters don’t destroy 
the world, climate change will. There may not be 
time for an epic final battle against the supernatu¬ 
ral as the poor and destitute of the world begin to 
revolt against the rich. There is not one looming 
apocalypse, there are dozens. 

Movie/TV Influences: Supernatural, Angel, 
True Blood each have something to offer to this 
21st century look at a world under the perpetual 
threat of apocalypse. Things are bad, dirty, and 
ugly with no chance of letting up. For a look at 
what life is like for those W ay wards and V isionaries 
who have turned their attention to humans, look 
no further than Netflix’s The Punisher. 

Game Design Advice: Designing for this 
version of Hunter: The Reckoning offers the 
opportunity to delve into the current state of the 
art for communication technology. This represents 
the biggest setting change for a contemporary take 
on Hunter. The last book published for Hunter: 
The Reckoning hit shelves before the release of the 
first iPhone. Think of how smartphone technolo¬ 
gy alone has changed the world, then apply that 
logic to how those changes could affect a Hunter. 
Could some Edges draw on this new quantum leap 
in communication? Hunter Code picture messages 
and Second Sight over Facetime are just two of 
dozens of things to consider when designing your 
Anniversary Edition Hunter sourcebooks. 
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Demons walk the earth. As a member 
of a secret sect within the Catholic 
Church, it falls to you to purge these 
abominations in Gods name. 

Tone: Dark Ages: Inquisitor explores faith, 
horror, and the frailty of humankind. Faith grants 
the inquisitor access to great power to stand 
against the monsters and demons that stalk the 
night. Through divine providence, inquisitors 
are chosen and empowered to carry out His 
work in a world crawling with evil. Despite this 
divine calling, inquisitors are only human. The 
flesh is weak, and sin is a pervasive temptation. 
Aside from the external horrors faced by the 
Inquisition, Inquisitors must cope with the 
internal horror of losing themselves to zealotry, 
callousness, or the weakness of the flesh. 

Remember that Dark Ages: Inquisitor is a 
companion piece to Dark Ages: Vampire. In many 
ways, the games are reflections of one another 
and much of the same tone should be shared 
between the two. Where Dark Ages: Vampire 
contends with the need for greater subtlety from 
the Kindred, Dark Ages: Inquisitor should present 
the Inquisition and its agents as brutal, efficient, 
and terrifying in the eyes of the monsters they 
hunt. The best Dark Ages: Inquisitor materials 
will invite the inquisitors to wonder if they are 
as monstrous as the evils they fight. 

Themes: Faith, fanaticism, temptation, 
desperation, and peril to the human soul by 
committing heinous acts in the service of a 


greater good are all present in Dark Ages: In¬ 
quisitor stories. 

Literary Influences: The Inquisition, by Mi¬ 
chael Baigent and Richard Leigh; The Perfect 
Heresy: The Life and Death of the Cathars, 
by Stephen O’Shea; The Name of the Rose, 
by Umberto Eco; The Malleus Maleficarum of 
Heinrich Kramer and James Sprenger, edited 
by Henricus Institoris, et al. 

Game Design Advice: The core engine 
used in Dark Ages: Inquisitor is the same core 
engine presented in Dark Ages: Vampire and it 
is recommended to reference and balance your 
designs with this core engine in mind. Several 
of the new elements presented in Dark Ages: 
Inquisitor draw on similar design principles to 
those used in Hunter: The Reckoning. Desig¬ 
ners coming to Dark Ages: Inquisitor from a 
background of familiarity with Hunter: The 
Reckoning should be mindful of the differences 
in design. Where things feel and look familiar 
at first blush, there are checks and balances 
in place in Dark Ages: Inquisitor to bring the 
power levels and expressions of abilities in line 
with what one would expect within the Dark 
Ages design ecosystem. Familiarize yourself with 
the designs presented in the Dark Ages line to 
ensure maximum compatibility. 

When designing enemies for Dark Ages: 
Inquisitor sourcebooks, it is recommended to 
adhere more strictly to the designs as presented 
in the other Dark Ages game lines, as oppo¬ 
sed to the “turn things on their ear” doctrine 
used when designing enemies in Hunter: The 
Reckoning. 
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Tone: Keeping in line with the prophecy, 
foreshadowing, and more global approach 
presented in V20 Dark Ages, Dark Ages: In¬ 
quisitor 20 looks at the growing influence of 
the Inquisition. Darkness threatens to envelop 
the known world, and it falls to the faithful to 
root out the minions of the Devil wherever 
they may be found. Looking at the state of the 
Church in the V20 Dark Ages start date of 
1242 CE, a clear agenda of official operations 
meant to curtail heresy, punish the wicked, 
and expand Christendom is well underway. 
The ill-fated Seventh Crusade rages in Egypt, 
as the Papacy sends soldiers to claim the 
wealth and power of Egypt. Across Europe, 
particularly in Italy, Church officials begin 
imprisoning heretics and blasphemers. Those 
who fail to repent, who revel in their sin, or 
who deny wrongdoing are put to death by the 
Church. These executions mark the first fires 
of what will one day be known as the Burning 
Times. Within a decade, the Inquisition be¬ 
gins operating openly and without restraint 
across Europe. 


As discussed in V20 Dark Ages, the crea¬ 
tures of the night are splintered and fractured. 
Strange, new monsters emerge from the shadows, 
bringing bizarre powers and unusual appetites 
to Christendom, and deepening the terror of 
the Inquisitors who stand against the darkness. 
Every shadow holds some new threat, unseen in 
the previous nights. In light of these threats, the 
Inquisitors do not waver. Quite the opposite, as 
the fires of their faith are stoked by the presence 
of new evils to purge. 

Themes: As the darkness builds throughout 
Christendom, the Church rallies to reclaim the 
night. The impending sense of urgency among 
the faithful that something must be done. The 
kindling that lights the fires of the Spanish 
Inquisition. 

Game Design Advice: As Dark Ages: 
Inquisitor references Dark Ages: Vampire for 
system touchstones, Dark Ages: Inquisitor 20 
draws from V20 Dark Ages. This will largely 
impact the Abilities section of the system and 
requires a certain amount of attention when 
designing new game elements or conforming 
elements from the previous edition. 
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Welcome to the Demon: The Fallen Storytellers 
Vault Style Guide. This resource will assist you in 
creating new material for the horror roleplaying 
game, Demon: The Fallen. This guide will assist 
new and experienced writers alike in finding the 
correct tone for their Demon sourcebook. Demon: 
The Fallen is unique among World of Darkness 
games, in that it received only one edition. This 
Style Guide will give tips for working within that 


edition, but also for creating Demon: The Fallen 
sourcebooks that fall in line with the themes and 
feel of the 20th Anniversary Edition line of products. 

Whether you decide to write a new sourcebook 
detailing the Earthbound and Fallen within your 
home city, a collection of thrills and cultists, or a 
novel detailing a lone Demon’s search for meaning, 
this guide will provide you the building blocks and 
reference tools to get started. 


“I’m an angel, I kill first horns while their mamas watch . I turn cities into salt . 

I even, when I feel like it, rip the souls from little girls and from now until kingdom COME, 
the only thing you can COUNT ON, in your EXISTENCE ... Is never understanding why . ” 


— Archangel Gabriel, The Prophecy 


























Dehion: The FaEEEN 


In the wake of a Maelstrom , the gates to the Abyss 
have ben rent asunder . The Fallen have returned to 
Earth in the Final Nights . 

Tone: Demon: The Fallen examines the end 
times of the Gothic-Punk world through the eyes 
of a new creature type: the Fallen. Though demons 
have been present in the World of Darkness for 
some time (represented through Infernalism in 
many game lines) the Fallen are a new addition 
to the World of Darkness. Demon characters are 
created through a fallen angel escaping from the 
Abyss and binding itself to the body of a dead or 
dying human. In this binding, the human’s soul 
is sent to its ultimate reward and the demon’s 
memories merge with those of the new host. This 
process causes the demon to redefine themselves 
in a new context. Some seek to regain their former 
grace and glory. Others, to burn the world and 
everything in it to ash. 

Whereas the Fallen are new arrivals to the 
Gothic-Punk world, they are not the first demons to 
escape the Abyss. Throughout time many demons 
were called to Earth through magic and ritual. 
These demons, called the Earthbound, serve as 
antagonists for the Fallen. The Earthbound seek 
dominion over the Earth and the newly arrived 
Fallen for their own nefarious plans. While the 
Fallen have the memories and feelings of a hu¬ 
man host to temper their demonic Torment, the 
Earthbound have no such mitigating conscience. 
They are Torment incarnate, unfiltered and raw 
in their hatred of existence. The Fallen must 
choose whether to ally themselves with the twisted 
Earthbound or stand against them. 

As the Fallen acclimate to their new existences 
and the Earthbound gather power through newly 
revitalized cults, the world grows closer to the End 
of Days. Can the Fallen avert the apocalypse? Do 
they even wish to? With the Omega looming, 
does any of it matter? These are the questions 
Demon: The Fallen can address. From examining 
these conflicts on a metaphysical scale to dialing 
in to the close, personal relationships a newly 
risen demon has with their host’s loved ones, 


Demon: The Fallen relishes in existing in a state 
of impending apocalypse. 

Themes: The loss of grace, redemption, re¬ 
venge, and battling for righteousness in the face 
of overwhelming odds are all appropriate themes 
for Demon: The Fallen sourcebooks. Every villain 
sees themselves as the hero, and this is never 
truer than it is in Demon: The Fallen. From the 
most penitent Reconciler, to the basest and most 
violent Ravener, demons see themselves as heroic 
figures. Though flawed, they are doing everything 
they can to fix the terrible mistakes of the past. 

Setting Advice: The world of Demon: The 
Fallen is filthy, decayed, and exists on the brink of 
destruction. God has abandoned humanity, taking 
his angels with him. Humankind have been left to 
the machinations of the Earthbound and various 
monsters that stalk the night. In the wake of the 
Maelstrom, the dead rise from the grave. Every 
sign and portent points to the end being extremely 
fucking nigh. Despite this, the majority of human¬ 
ity doesn’t seem to care. Apathy has taken hold 
and Faith, once flowing freely in humans, is now 
a precious and rare commodity. If the Fallen can 
harvest that, nurture the seed of Faith and make 
it grow, perhaps they can turn the tide. 

Recommended Media: American Gods by 
Neil Gaiman (the book and the TV show), Par¬ 
adise host by John Milton, The Devil’s Advocate 
(1997), Fallen (1998), The Prophecy (1995) and 
its sequels. 

Game Design Advice: Demon: The Fallen 
pulls heavily from design used in Vampire: The 
Masquerade and strong parallels can be tracked 
between the various Fore of Demons and the 
Disciplines of Vampires. When designing new 
powers, Vampire: The Masquerade Third Edition 
can serve as a solid benchmark when no analogous 
power exists in the Demon books. Keep in mind 
that the Fallen (and to a far greater extent, the 
Earthbound) are ultimately cosmic forces in small 
living spaces. Their power should feel as though 
it is constantly threatening to burst forth from 
the constraints placed upon it by a reality that is 
lacking in Faith and mutability. 
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Tone: Demon: The Fallen is tied very strongly 
to themes of the End Times, the Final Night, and 
the looming Apocalypse. An Anniversary Edition 
Demon: The Fallen examines a world in which the 
Apocalypse never comes. Perhaps the Final Battle 
turned out to be not so final. The Earthbound have 
been beaten back, God and his angels have failed to 
show their faces, and the world has kept spinning. 
In the absence of a final battle (or the aftermath of 
one) the Fallen must find new purpose in a world 
devoid of God’s presence. Will they rise to their 
former glory, resuming their roles as shepherds 
and guardians of humankind, or will they falter, 
fail, and fall to their base desires, fostered by eons 
of Torment in the Abyss. 

Themes: Hubris, penance, redemption and 
loss are all vital themes for a Demon: The Fallen 
sourcebook examining the setting in the absence 
of an apocalypse. 

Setting Advice: The contrast between the 
dark hopelessness of the Gothic-Punk world and 


the burning light of hope provided by the Fallen is 
the focal point of an Anniversary Edition Demon 
sourcebook. Like any fire, though, the Fallen’s hope 
and passion could burn the Earth to a cinder if left 
unchecked. Who will keep the Fallen in check? 
What is to stop the Fallen from overrunning the 
world, turning the Earth into another Hell? 

Of course, this is but one of a number of pos¬ 
sibilities. The creative freedom of the Storytellers 
Vault permits you to answer these questions as you 
see fit. You may also ask questions of your own 
with your works. Find the element of the setting 
that most interests you and examine it through 
the lens of an Apocalypse denied.. .or delayed. 

Game Design Advice: As with all Anniversary 
Editions, a Demon: The Fallen sourcebook for this 
edition should focus on refining, clarifying, and 
cleaning up rule contradictions and loopholes. 
Anniversary edition is sleek, tested, and clean in 
its design. Your sourcebook should strive to be 
the same. 
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DEATH IS ONLY THE BEGINNING 
— IMHOTEP, THE MUMMY 


Welcome to the Mummy Storytellers Vault 
Style Guide. This book will help you create ma¬ 
terial for World of Darkness: Mummy, Mummy 
Second Edition, and Mummy: The Resurrection. 
This guide will assist new and experienced writers 
alike in finding the correct tone for their Mummy 
sourcebook. The game lines covered in this style 
guide each focus on a different perspective on 
incorporating the undying immortals into the 
World of Darkness. Each edition of Mummy has 
a unique presentation. The differences between 
each edition follow this introduction. 

Whether you decide to write a sourcebook 
that integrates mummies into the larger World of 
Darkness, or one that focuses exclusively on the 
interests, goals, and tribulations of the Reborn, this 
Style Guide will provide you the building blocks 
and reference materials to get started. Prepare your¬ 
self for the journey to the Underworld and back. 

GAME LINES AND 
THE MUMMY'S ROLE 

Although this Style Guide looks at the tone, 
themes, and style of each edition, it is important 


to keep in mind that each incarnation of Mummy 
has served a distinct place in the World of Darkness 
when working on Mummy sourcebooks. World of 
Darkness: Mummy presented mummies through 
a heavily Vampire-influenced lens. In Mummy 
Second Edition, mummies begin to stand a bit 
on their own, but still retain a flavor and several 
mechanics that tie them to Vampire: The Masque¬ 
rade. In Mummy: The Resurrection, the Undying 
undergo a major alteration which presents them 
in a new and different light. This further makes 
mummies stand on their own, though the core 
setting book still refers players and Storytellers to 
Vampire: The Masquerade for some of the base 
systems involved with playing the game. 

Recommended Media: Bill Manley, The Pen¬ 
guin Historical Atlas of Ancient Egypt ; Samuel 
A. B. Mercer, Egyptian Hieroglyphs, A Study of 
the Ancient Language ; and Bob Brier, Ancient 
Egyptian Magic, Encyclopedia of Mummies are 
all recommended non-fiction reads. The Mummy, 
Universal 1999; Blood From The Mummy s Tomb , 
Hammer 1971; and the 1999 Cleopatra ABC 
miniseries are recommended viewing. 
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WORLD OF 
DARKNESS: MUMMY 
(FIRST EDITION) 

Tone: The First Edition of Mummy introdu¬ 
ces a strange and unique creature to a fledgling 
World of Darkness. While First Edition Vampire 
focuses intensely on the city scale, placing young 
neonates on the center stage, Mummy introduces 
ancient immortals who spend endless centuries on 
an eternal cycle of life, death, and rebirth. While 
Vampire characters in this edition are new and 
isolated, Mummies are old souls. Many Mum¬ 
mies have forged friendships and alliances with 
various supernatural beings across the centuries. 
This allows Mummies to easily move into and 
out of Vampire stories as allies, antagonists, and 
mysterious benefactors. 

While First Edition Vampire frames itself as a 
game about undead of the modern world, Mum¬ 
mies are creatures of antiquity. The Occupation 
and social standing of the Mummy’s living days in 
ancient Egypt hold great sway over the Mummy’s 
life, especially when dealing with others of her 
kind. A Mummy’s Occupation also sets the stage 
for their supernatural abilities and areas of interest, 
as the Occupation determines what Magic the 
Mummy knows at character creation. 

Mummy First Edition touches on the struggle 
between Horns, Isis, Osiris, and Set. A version of 
the story of this struggle is recounted by a witness, 
to give context to the mummy’s existence. Thou¬ 
gh mummies are tasked with opposing Set, the 
Followers of Set, and the Bane Mummies under 
his control, this conflict need not be at center 


stage for any given mummy’s existence. Some 
mummies focus on the perfection of self as they 
seek truth in the meaning of life and death. Others 
fall under the sway of mortal passions, pursuing 
love across the centuries, or seeking vengeance 
for centuries old offenses. Each mummy is an 
individual above all else and their individual 
interests and agendas can provide endless fodder 
for Mummy sourcebooks. 

Themes: Loss, the meaning of life, revenge, the 
megalomania of immortals, viewing the concerns 
of the world through the eyes of a true immortal, 
contrasting the mummy’s inability to truly die 
against the Vampire’s comparatively limited 
immortality. 

Setting Advice: The mummies of this edition 
are bizarre individuals with alien perspectives, un¬ 
reliable memories, and incomprehensible power. 
In many ways, they are defined by their contrast 
with Vampires, and their conflicts with the Fo¬ 
llowers of Set. Mummy centric sourcebooks from 
this era should focus on those differences and the 
interesting ways a mummy could cross paths with 
the Kindred. 

Game Design Advice: The Magic of mum¬ 
mies in this edition is a unique system of spells 
and formulae, fueled by the mummy’s Sekhem 
and managed via the use of Magic Skills. In this 
fashion, the magic of mummies is reminiscent of 
early Thaumaturgy or Hedge Magic. The Magic 
of Mummies is rare, and those seeking to increase 
their knowledge must seek out lost and hidden lore. 
The Magic of mummies turns the expectations of 
World of Darkness players and Storytellers on their 
ear. This gives great freedom to those creating 
content for Mummy as there is a broad range of 
expected power levels. 
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MUMMY 
(SECOND EDITION) 

Tone: Mummy Second Edition serves as a 
reintroduction and reimagining of the Mummy 
in the context of the World of Darkness. This 
edition reframes mummies in the context of a 
more developed Underworld, via Wraith: The 
Oblivion, as well as clarifying and expanding 
on the roles the Reborn play within the Jyhad 
as soldiers in Horus’s war against Set. In this 
edition, mummies occupy a detailed World of 
Darkness. In many ways mummies and their 
organizations are defined by their relationships 
with vampires, werewolves, magi, changelings, 
and wraiths. 

Mummy Second Edition lifts the veil of secre¬ 
cy from the Reborn, giving an in-depth view of 
the history and organizations of mummy society. 
Mummies created outside the auspices of Horus 
and the Shemsu-heru are introduced, and the 
Occupations available to mummies are expanded 
and clarified. Where First Edition painted mum¬ 
mies with a broad brush, leaving much shrouded 
in mystery, Second Edition dives deep, creating 


a rich, detailed world. Beyond the world of the 
living, Mummy Second Edition also introduces 
the Egyptian Underworld, detailing Amenti, the 
Dark Kingdom of Sand. 

Themes: Memory, meaning, and identity play 
significant roles in Mummy materials, as does the 
struggle between the interests of the mummy and 
the demands of Horus’s war. 

Setting Advice: This edition of Mummy digs 
deep into the connections between the Reborn 
and the World of Darkness. When creating sour¬ 
cebooks bear in mind these connections. Mummies 
are ancient and powerful and do not exist in a 
vacuum. Their actions and activities ripple out 
into the rest of the World of Darkness and the 
other creatures of the night impact the plans and 
goals of the Reborn. Mummy Second Edition leans 
into these truths unapologetically. 

Game Design Advice: Mummy Second Edition 
clarifies, cleans up, and recodifies several of the 
concepts introduced in the First Edition. New 
Merits, Flaws, Personality Archetypes and Ad¬ 
vantages are introduced, and previous concepts 
are cleaned up with an eye toward functionality. 
When designing sourcebooks for this edition, keep 
an eye toward clarity and brevity. 
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MUMMY: THE 
RESURRECTION 
(THIRD EDITION) 

Tone: Mummy: The Resurrection presents a 
drastic departure from the previous Mummy ma¬ 
terials. A Maelstrom rages across the Underworld, 
shattering the souls of a majority of mummies. 
To save these souls (and create a new army) 
Osiris creates a new Spell of Life, which binds 
the storm-shattered remnants of a mummy’s soul 
with a recently deceased mortal to create a new 
being, known as the Amenti. These new Reborn 
begin their existence as a confused and frightened 
ambulatory corpse that must make its way to the 
Holy Lands of Egypt before their funerary period 
ends in order to receive the new Spell of Life. If 
they make it, the newborn Amenti rises from the 
ritual as a potent and passionate member of the 
Reborn. 

Mummy: The Resurrection explores a new 
breed of mummy, introduced in the wake of tra¬ 
gedy in the Underworld. As the lands of the dead 
are shredded by storms and the world seems closer 
than ever to the apocalypse, the Amenti rise and 
offer a new hope. Their union of ancient spirit 
with a modern soul gives the Amenti a unique 
perspective. As they are gifted ancient power, the 
Reborn also find enhanced senses and a new lease 
on a nearly lost life. 

Of course, nothing comes for free, especially 
in the World of Darkness. The Rebirth carries a 
responsibility for the mummy to serve as cham¬ 
pions of Ma’at, the cosmic force of justice and 
balance. Some mummies are tempted to shirk this 
responsibility, while others dive headlong into it. 
Eventually, though, each of the Amenti must face 
the universal truth that they are all beholden to 
Ma’at. These newborn mummies must also come 
to terms with shared memories of multiple lives 
as memories of their tem-akh’s First Life in Egypt 
begin to assert themselves. The new Amenti also 


faces down the specter of mortality, as it becomes 
clear that they will outlive everyone they know and 
love from their Second Life in the modern world. 

Themes: Sourcebooks for Mummy: The Resu¬ 
rrection should explore themes of responsibility, 
the costs of war on soldiers, their families, and 
the innocent bystanders. These stories can also 
explore the loss of love and memories through 
the lost lives of the tem-akh and the impact that 
rising as one of the Reborn has on the lives of 
the Amenti. Strong themes of duality are also at 
play in Mummy: The Resurrection as the weight 
of eternity looms beneath the newfound joys of 
heightened sensation for the mummy. The Amenti 
are also beacons of hope in a time when the World 
of Darkness is at its darkest. 

Setting Advice: Mummy: The Resurrection 
focuses strongly on the Middle East, providing a 
snapshot overview of the region as presented in 
the World of Darkness. This overview includes 
Shroud Ratings for each major region, further 
cementing the connection between Mummies and 
the Underworld. Each new mummy must return 
to this area and find the priests of Isis and Osiris 
in order to complete their transition into Amenti. 
Once this ritual is complete, the mummy is free 
to walk the Earth, but many remain within the 
Web of Faith, seeking to combat the evils that 
threaten the region and to maintain and serve 
Ma’at within the cradle of Osiris’s influence. As 
this region is central in several real world religions, 
and those religions play directly into the politics 
(and turmoil) in the area, be sure to handle such 
topics with care in your sourcebooks. 

Game Design Advice: When designing for 
Mummy: The Resurrection, keep in mind the new 
Merits and Flaws and how they relate not only 
to the Amenti but to other immortals. Some of 
the mummies of previous editions still walk the 
World of Darkness and utilize the same rules pre¬ 
sented in Mummy: The Resurrection. However, 
the events in Duat have weakened the old Spell 
of Life, and that weakness is reflected in the new 
Merits and Flaws. 
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A WOUNDED WORLD 

(MUMMY 20 th ANNIVERSARY EDITION) 



Tone: The setting of Mummy: The Resurrec¬ 
tion brought forward to present day illustrates the 
high cost of conflict. The Holy Lands are shattered 
and torn by an ever-escalating conflict. Though 
Apophis has not devoured the world, its tentacles 
have wriggled across the globe and entwined them¬ 
selves in the Web of Faith. Faithful service to the 
ideals of Ma’at is needed like never before. Though 
the winds of the storm in the Underworld have 
died down, the Amenti are the new standard for 
the Reborn. Some have even aged into a certain 
comfort with their duality, allowing for the intro¬ 
duction of wizened mentors among the Reborn. 
Of course, others may not have aged so gracefully. 
Some may have even fallen to darkness... 


An Alternate View: Mummy: The Resu¬ 
rrection draws very heavily on events that are 
considered optional or preventable in many of 
the 20th Anniversary Edition books. An alternate 
approach to Mummy 20th Anniversary Edition 
could see the advancement of the Shemsu-heru 
into the present day, with the Amenti being in the 
minority, renegade creations of a new Spell of Life, 
or not existing at all. Perhaps another faction of 
the Reborn may have risen to prominence in the 
interim. Ultimately the framework of the systems 
introduced in Mummy: The Resurrection can serve 
any of these alternate scenarios. 
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“They’re going to make you one of 
them my little peacock” 

— Hercules, Freaks 


A number of sourcebooks have been released 
over the years that examine the roles of mortals 
within the various game lines of the World of 
Darkness* The information in each mortal’s 
core game line (and the Style Guide thereof) is 
extremely valuable to reference when creating for 
the Storytellers Vault* As such, this Style Guide 
divides mortal types by the game lines that the 
mortals book was originally released under* 

It is important to note that the various 
mortal sourcebooks often draw direct inspiration 
from real world beliefs, practices, and groups* 
Many of the original works were written in a 
time when the internet was taking its first baby 
steps and Google was a brand new company* 
Communication has grown exponentially in 
the intervening years, connecting creators to 
communities in new ways and giving access to 


voices that previously went unheard* There are 
far greater resources than this Style Guide that 
can assist you in ensuring that you are promoting 
representation rather than appropriation in 
your products* It is highly recommended that 
you do your due diligence to ensure that you 
are treating the real world cultures and people 
in your products with respect and decency* 
When possible, collaborate with other creators 
from the cultures you seek to explore* When 
collaboration is not possible, seek consultation* 
The World of Darkness fan base is global* No 
one should feel unwelcome, unrepresented, or 
falsely represented* 

And just stay away from the term “g*psy*” 
Frankly, it is racist, and the book that bears its name 
is a masterclass in What Not to Do when making 
your own sourcebooks for the Storytellers Vault* 
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ASCENSION’S RIGHT HAND, HALLS Of THE ARCANUM, SORCERER 
- MAGE: THE ASCENSION 


Tone: The mortal books for Mage: The Ascension cover 
a wide range of tones. In Ascension’s Right Hand, magick 
is front and center, with the majority of the book dedicat¬ 
ed to companions who are aware of the supernatural, and 
often possess some level of supernatural ability themselves. 
Whether they be hedge wizards, psychics, magical familiars, 
or mundane mortals, the characters described in Ascension’s 
Right Hand are embroiled in a mystical world filled with 
wonder. This is where the truly bizarre can shine and the 
boundaries of what constitutes a mortal can be stretched. In 
Ascension’s Right Hand, these mortals do not have the same 
power levels as mages in most cases, but they are forces to be 
reckoned with. The custos and companions introduced in this 
book are soldiers in the Ascension War in their own right. 

Where Ascension’s Right Hand embraces some of the 
more bombastic elements of Mage: The Ascension, Halls 
of the Arcanum plays up the strange and mysterious aspects 
of the setting. The Arcanum is a secret society dedicated to 
the pursuit of enlightenment and the acquisition of occult 
lore. Though not hunters in the strictest sense, these scholars 
often track down and catalogue various supernatural beings 
and occurrences. This alone is enough to earn the enmity of 
those creatures who would prefer to remain hidden in the 
shadows. Furthermore, most supernatural factions know less 
about the Arcanum than the Arcanum knows about them 
(which is still not much.) An angry wizard is unlikely to 
suddenly become docile because the hunters who tracked 
them to their sanctum are “just doing research.” Members 
of the Arcanum are scholarly, studious, resourceful, and 
intelligent, but Numina is relatively rare (and highly cov¬ 
eted) among the group’s membership. The most commonly 
practiced Numina among Arcanists is Alchemy. 

Sorcerer walks the line between the aforementioned 
sourcebooks in both power level and tone. There is certainly 
powerful magic offered in the numerous Hedge Magic paths 
detailed in Sorcerer. However, the majority of the effects 
lean toward a more subtle and subdued impact on the world, 
only achieving the epic and bizarre with path mastery and 
no small amount of difficulty. Sorcerer introduces a number 
of small sects that focus on the study and practice of magic, 
most of whom are generally ignorant of the struggles of the 
Ascension War. To the characters presented in Sorcerer, 
magic is a powerful tool, a path to enlightenment, and a 
way of life. It is not, however, a call to arms for or against 
indoor plumbing or the return to a Mythic Age on earth. In 
short, the Ascension War is not on their radar. If they were 
to stumble upon it, most sorcerers would likely take a dim 
view of the participants. It merits mentioning that Sorcerer 
expands and refines Numina introduced in Ascension’s 
Right Hand, Halls of the Arcanum, the Hunter’s Hunted 
and the various other mortal-centric books contained within 
this Style Guide. From a design perspective, it is generally 
the gold standard in terms of game balance and practical 
application with regard to Hedge Magic paths. 


Sorcerer Revised takes a wildly different tactic in terms 
of setting and system presentation. In Sorcerer Revised, hedge 
magic is rebranded as linear magic. From a setting point of 
view, the line between sorcerer and mage is blurred into 
non-existence. In fact, options for including linear mages in 
each Tradition are presented in the book in addition to more 
sorcerer-centric secret societies. From a system perspective, 
Sorcerer Revised adds Aspects to linear magic, allowing for 
greater customization of each effect at the cost of greater 
complexity. Furthermore, the linear mages of Sorcerer Re¬ 
vised are given limited access to Mana and feel the effects of 
Resonance though their magic. This gives Sorcerer Revised a 
much more epic feel and places the supplement much closer 
to the Ascension’s Right Hand end of the spectrum in terms 
of flashy and bombastic magic. It is worth noting that the 
ideas presented in Sorcerer Revised are briefly touched on in 
a sidebar in Mage: The Ascension 20th Anniversary Edition 
and presented as optional. It is also worth noting that Hunters 
Hunted II for Vampire: The Masquerade 20th Anniversary 
Edition ignores this shift, returning to a Hedge Magic system 
more in line with what is presented in the original Sorcerer. 

Themes: The pursuit of knowledge, the danger of hubris, 
and fearful wonder at the unknown. 

Setting Advice: Each of these books has a very distinct 
approach regarding the way in which the mortals presented 
interact with mages and the rest of the World of Darkness. 
This is detailed in the Tone entry above but should also be 
examined against the Mage: The Ascension Style Guide to 
best reflect the edition you wish to tie your sourcebook to. 
Each edition of Mage: The Ascension has a very distinct 
flavor, and these sources were not propagated across those 
editions. Keeping in mind the core tone for each book 
and contrasting that tone with the settings of the different 
editions provides a number of opportunities to break new 
ground with your sourcebooks. 

Media for Inspiration: Supernatural, the Magicians, Ha¬ 
ven, and Buffy the Vampire Slayer are all good touchstones 
that periodically feature hedge magic and custos-inspiring 
material. The Percy Jackson and Harry Potter films are also 
of note. The key is to look to these materials and think on 
the lead stories of the supporting characters when crafting 
books sourcebooks for magic adjacent mortals. 

Game Design Advice: When expanding and refining 
the systems presented in these sourcebooks looking to the 
core releases of the edition you are designing for can be of 
great value. In particular, the Abilities and Backgrounds 
tend to shift a bit between editions. Dialing into the targeted 
edition’s basic Abilities goes a long way toward bringing 
the design in line with that edition’s feel and function. 
As many of the Numina and Special Advantages refer to 
custom Abilities, or Abilities tied to a particular edition, 
this provides a good opportunity for the designer to make 
alterations in the interest of creating conformity with a 
particular edition’s rule set. Unless designing for Mage: 
The Ascension Revised (Third) Edition be mindful of the 
difference between “magic” used to describe Hedge Magic, 
and “magick” used to describe True Magick. 
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Tone: The Quick and the Dead introduces several 
organizations and sects of various sizes which share the 
common thread of interacting with the Restless Dead. These 
organizations differ wildly in their methods, knowledge, and 
objectives. The Benandanti, born with the ability to see into, 
and occasionally enter the Shadowlands, act to eliminate 
threats presented by ghosts. The Orphic Circle consists of 
mortals and supernaturals working in tandem to unlock the 
secrets of immortality. The Center for Parapsychological 
Research focuses on studying psychic phenomena, which 
leads them to interact with the Restless Dead as more of a 
side-effect than the core pursuit of the group. The Pinball 
Wizards toy around with forces beyond their understanding 
as they seek to define ghostly science. These represent a 
mere sampling of the organizations detailed in The Quick 
and the Dead and help illustrate the difference in tones 
and approaches presented in this sourcebook. 

All told, there are nearly a dozen different organizations 
detailed, each of which has a unique flavor and tone in 
dealing with the dead. Beyond the basic identity of each 
organization, the chapter on Ghosthunting Chronicles 
discusses using different themes to craft stories using 
these organizations. These themes range from seeking the 
forgiveness of the departed to pursuing their destruction or 
enslavement. Finally, the Quick and the Dead introduces 
a system for crafting new organizations with their own 
resources and goals. This is the perfect tool for a Storytellers 
Vault designer to combine and alter the various themes and 
moods of the sourcebook to create interesting and unique 
options that function in a familiar framework. 

Mediums opens the world of those who would speak 
with the dead wider to include Boardwalk mediums and 
fortune tellers. Such characters operate outside of the 
structure of a secret society and rely on oral traditions, tools 
of folklore, and hereditary gifts to facilitate communication 
with the dead. Where the Quick and the Dead relies largely 
on the same Numina that other mortals can access and 
draw from, Mediums contains systems that incorporate 
tarot, candle magic, and astrology into the game to increase 
immersion and represent various in-game elements. This 
allows material generated for use with Mediums to have 
a very unique feel among mortal-centric sourcebooks. 
Mediums also introduces those who draw their ability to 
commune with the dead from unique Merits. 

After fleshing out these new elements, Mediums reaches 
back to some of the larger and more visible organizations 
introduced in The Quick and the Dead, to refine their 
identities and driving goals. This section also highlights 
internal conflicts within the groups to offer opportunities for 
plot elements beyond ghost hunting. For the Benandanti, this 
involves internal divisions regarding the rise of the Isolatori 
faction and the hospital they run. The headquarters of the 
Orphic Circle is detailed herein, as well as a number of 
political disputes that rage within the Circle and its methods 
of resolving them. The specter of the turning millennium 


and all it signifies looms large in this write up on the Orphic 
Circle, which gives the sense of impending doom to the 
group. The Paranormal Research Wing is revisited here, 
with the group seeing a shift in focus from trapping and 
exploiting the Restless Dead to new research into observing 
the Shadowlands and areas beyond. 

Lastly, Mediums shifts focus to look at contact across 
the Shroud from a Wraith point of view. This offers 
important contrast, as the tone is very different coming 
from the Shadowlands side of the Shroud. These sections 
help further illustrate the difference between a Wraith 
campaign and a mortal campaign that explores Wraith 
elements. In many ways, these mortal sourcebooks straddle 
to different worlds, being wholly of neither. Exploring those 
gaps in understanding could fuel any number of works for 
the Storytellers Vault. 

Themes: Dangerous curiosity, the pursuit of power 
beyond understanding, willingness to bend or break the 
laws of nature and humanity to attain one’s goals, and the 
curse of unwanted power are all appropriate themes for 
sourcebooks focused on ghost hunting. 

Setting Advice: A rather unique element of these 
mortal focused supplements is the stark divide between 
the mortals presented in these books and the supernatural 
creatures they are associated with. Whereas other mortals 
are separated from their associated supernatural type by 
layers of secrecy and social norms, those who deal with 
Wraith have a metaphysical boundary between themselves 
and their quarry. The most well informed mortal lacks even 
a basic understanding of the nuances and mores of Wraith 
society. The few organizations who count Wraiths among 
their membership fare little better in this regard. Souls of 
the Restless Dead among the Orphic Circle are no more 
likely to share the minutiae of life under Stygian rule than 
a lone Renegade who seeks out a Boardwalk medium to 
reconnect with a still living loved one. 

Media for Inspiration: Films include Flatliners, The 
Frighteners, Ghost, The Sixth Sense, White Noise, and 
White Noise 2. TV shows that may be inspirational include 
Ghost Hunters, Ghost Adventures, and Paranormal State. 

Game Design Advice: As with all mortal based 
sourcebooks, it is advised to pay close attention to the 
standard Ability scores presented in the edition you are 
designing your sourcebook for. This is probably the single 
greatest concern when designing sourcebooks including 
materials for The Quick and the Dead or Mediums. In this 
regard, Orpheus merits a special mention, as the systems 
presented in Orpheus are more strongly intertwined, 
such as Nature impacting Willpower, Spite and Vitality. 
The Orpheus core book offers a hard and fast solution 
to integrating psychics and hedge wizards utilizing the 
systems for Horrors. With a bit of tweaking and an eye 
toward integrating the Nature to Willpower connection, a 
Storytellers Vault creator could easily incorporate Numina 
into an Orpheus sourcebook. 
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DEMON HUNTER X. THE HUNTERS HUNTED, THE INQUISITION, 
MAFIA - VAMPIRE: THE MASQUERADE 


Tone: The mortal books gathered under the Vampire: 
The Masquerade umbrella cover a drastic range of tones 
and potential stories. 

Demon Hunter X presents a heavily anime-influenced 
flavor to the World of Darkness. This includes mystical 
manifestations of martial arts, Chi manipulation, cybernetic 
and biotechnical enhancements, and advanced combat 
techniques and maneuvers. Demon Hunter X stories that 
focus on the Shih promote characters who carry the burden 
of maintaining and supporting cosmic balance in the face of 
a horrific, often violent world. The Shih are bound by sacred 
duty, opposing those shen who overstep their place in the 
Great Cycle, while working alongside those who operate 
as tradition and balance dictate. Occasionally, this pits the 
Shih against mortals, making these magical martial artists 
and chosen warriors perfect antagonists for other mortals. In 
contrast to the Shih, Demon Hunter X presents the agents of 
Strike Force Zero, a technologically advanced government 
agency mandated to locate and destroy supernatural threats. 
Strike Force Zero materials should focus on blatant advanced 
technology, espionage, and spy games that frequently descend 
into hyper-violent deployment of ultra-high technology. 
What Strike Force Zero agents lack in concrete knowledge 
they make up for with flashy weaponry and a shoot from 
the hip approach to hunting demons. 

The Hunters Hunted brings the struggle back to street 
level, shifting the focus to average folks who discover that 
monsters stalk the night. The characters of the Hunters 
Hunted stumble upon the existence of vampires through 
accident, misfortune, or being targeted. Most hunters are 
average people subjected to extraordinary circumstances. 
Some hunt to learn more about the supernatural, some for 
revenge on those who’ve harmed or killed loved ones, or 
for simple survival. Few who take up the hunter’s life find 
a peaceful retirement. Violence, desperation, and paranoia 
dominate the hunter’s existence, and set the tone for the 
stories they inhabit. Sourcebooks for the Hunters Hunted 
illustrate the secretive and often contradictory nature of 
the supernatural in the World of Darkness. Every piece of 
intelligence gathered is suspect. Every answer asks two more 
questions. However, among the dangerous misinformation 
are kernels of truth and glimpses of power. Numina, psychic 
phenomena, and True Faith, though rare, are all available 
to hunters. 

The Inquisition, like Strike Force Zero, is an organization 
dedicated to eradicating monsters. That is where the 
similarity between the groups end. The Inquisition is a secret 
society dating back seven centuries. Though initially founded 
within the structure of the Catholic Church, the Inquisition 
has operated independently since the early 20th Century, 


maintaining only covert connections with the Church proper. 
Despite the lack of official connection to the Church, the 
Inquisition remains an organization driven by the faith 
that they are doing the work of God by ridding the world 
of the Devil’s influence. It is this faith, and the questions 
it compels, that set the tone for Inquisition supplements. 
Faith defines and frames the tools used by the Inquisition in 
their hunt. The Hedge Magic of the Inquisition is Theurgy, 
drawn from the divine. They see Psychic Phenomena as a 
gift from God, and the power of True Faith radiates from the 
most devout members. However, humans are fallible, and 
no faith is perfect. Stories involving the Inquisition often 
center on the conflict between the teachings of their faith, 
the brutality of their chosen lives, and the temptations of 
weak flesh. After all, beneath the autos de fe, the Theurgy, 
and hunting vampires, inquisitors are still merely human. 

World of Darkness: Mafia focuses on mortals engaged in 
organized crime, particularly on those involved in the Italian 
Mob. This sourcebook leans heavily and unapologetically 
into the Hollywood stereotypes and iconic imagery of the 
Mafia. Of all the books listed in this section, this one probably 
dedicates the most energy toward depicting normal mortals 
operating in a supernatural world, albeit through the lens 
of crime drama. 

Themes: Paranoia, terror, the struggle of the underdog 
against overwhelming odds, the contrast of the mundane 
and the mystical. 

Setting Advice: For this group of mortal supplements, 
using the mood, themes, and tone for the edition you are 
designing for, as detailed in the Vampire: The Masquerade 
Style Guide is essential. Vampire does an excellent job of 
conveying a gothic-punk version of the world outside your 
window, with dark supernatural elements lurking in the 
shadows. This is the feel you should aim for in your mortal 
sourcebooks as well. 

Media for Inspiration: For Demon Hunter X, see Akira, 
Chinese Ghost Story 1-3, and Vampire Hunter D. For 
the Hunters Hunted, see From Dusk till Dawn, Kindred: 
The Embraced, the Lost Boys, and Supernatural. For the 
Inquisition, see The Name of the Rose and Messenger for 
historic references; see John Carpenter’s Vampires for a 
more contemporary take. For Mafia, see the Godfather films, 
Goodfellas and the Sopranos. 

Game Design Advice: Apart from keeping Abilities in 
line with the edition you are designing, the Numina included 
within these cooks should be adjusted and altered to reflect 
the power scale of the target edition. Comparing across 
game lines, looking at the other mortal centric books for 
the edition, and testing out design iterations before release 
are all advisable. 























FENTEX, EROJECT TWILIGHT - WEREWOLF: THE AEOCALTESE 


Tone: Pentex, the corrupted megacorporation 
that furthers the Wyrm’s agenda, is a massive 
presence in the World of Darkness, Though most 
folks on the street, even most Garou, do not 
understand the true reach of Pentex s coils, virtually 
every aspect of western civilization is touched by 
the shadowy company. From transportation, to 
military weaponry, to fast food, to entertainment, 
Pentex has its fingers (and other appendages) in 
every pie on the free market. As a result, mortal 
focused sourcebooks dealing with Pentex can take a 
wide variety of approaches. The company can be a 
malevolent manipulator in the shadows, offering an 
indistinct air of menace to the otherwise mundane 
products and services it provides, or they can be 
Damnation Incorporated, with a thin veneer of 
civilization stretched over an abattoir of tentacled 
lusts and horrific destruction. The best sourcebooks 
provide points of view to accommodate multiple 
points of view along that spectrum, Pentex is 
nothing if not far-reaching. 

Project Twilight focuses on agencies of the 
American government and their relationships with 
the supernatural. Generally speaking, supernatural 
incidents are investigative curiosities and potential 
threats to U,S, security, and are treated as such by 
the agencies detailed in Project: Twilight, The 
tone of a Proj ect Twilight sourcebook should focus 
on rampant paranoia, espionage, and suspense. 
Secrecy is paramount. Beyond the desires of 
various supernatural beings to cover their tracks 
and hide themselves from the world at large, each 
agency operates with its own web of deniability, 
secrecy, and clearances. Add to this the increased 
paranoia and risk associated with supernatural 
investigation, and you have a perfect recipe for 
cloak and dagger spy stories. Though the U,S, 
Intelligence community has undergone significant 
restructuring since the release of Project Twilight 
(not the least of which is the formation of the U.S, 
Department of Homeland Security) the borders 


between each intelligence agency under the DHS 
umbrella remain relatively intact. It is safe to 
assume the same applies to supernatural operations. 

Themes: Paranoia, a foreboding sense of doom, 
secrets and intrigue are all appropriate for these 
sourcebooks. Graphic violence, splattergore, and 
brutality can also creep into these materials, but 
are best used sparingly lest they lose impact. 

Setting Advice: The most effective way to 
convey the setting for a Pentex or Project Twilight 
sourcebook is to be mindful of how much you reveal. 
Stories involving these mortals are usually defined 
by what the mortals do not know (which is most 
everything about the supernatural). Keep system 
information clear and concise and everything else 
shadowy and mysterious. Favor ambiguity over 
black and white truths. Leave room for mystery. 

Media for Inspiration: There is no better 
reference for a Project Twilight supplement than 
the X files. In terms of Pentex sources, any media 
featuring a powerful shadowy conspiracy will work, 
but Eyes Wide Shut and the fifth season of Angel 
are two excellent examples of the type of power 
and operations of which Pentex is capable. 

Game Design Advice: Project Twilight 
works best when kept sleek, streamlined and 
simple. Anything beyond advance, but mundane 
technology is pushing the envelope into something 
not quite Project Twilight. On the other hand, 
when designing for Pentex, the sky is kind of 
the limit. The more bizarre and horrific the 
better. Subtle supernatural bumps and tweaks to 
existing technology are acceptable, as are minor 
modifications to a person. However, the Wyrm’s 
corruption can generate all manner of mutation 
and destruction, including fomori and radioactive 
waste weapons. Your chosen tone should drive your 
design when working with Pentex. What kind of 
enemy do you want to present? Let that set the 
bar for your design choices. 
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GHOULS, KINFOLK, ENCHANTED, AND MORE! 


Setting Advice: Many of the main World of 
Darkness game lines present enhanced mortals 
who act as assistants, servants, and companions 
for the supernatural stars of the respective game 
lines. Unlike the sourcebooks detailed in this 
Style Guide, the “companion” books are each 
inextricably tied to their parent game line in both 
system and story. When developing sourcebooks 


featuring these servant mortals, it is vital to 
remember that their goals, struggles, and day to day 
existences are tethered to the supernatural beings 
in their lives. These are not simply mortals with 
a little Numina, or those who have stumbled on 
to a secret or two. They are tied by blood, magic, 
ancient oath, or other fundamental force to those 
they serve. 




































Chapter One 


The 

^ton/tellers UciCilt 
$tyle GQtde 


Welcome to the Exalted Storytellers Vault Style Guide. 
This guide exists to help you create new material for any 
edition of the mythic fantasy roleplaying game Exalted. 

Whether you’re new to creating work for other readers 
or an established freelance writer, this guide should help 
you understand and better create material for Exalted. 
Note that we don’t assume you’ll be writing exclusively 
for the current version — this guide supports all three 
editions of the game. 

Whether you’re fleshing out an element of the setting 
only ever covered in brief or adding an entirely new city, 
nation, or culture to the map; writing allies or foes for 
use in others’ games; conceiving new Charms, spells, or 
artifacts; writing entirely new play options such as new 
Exalted types; or even if you’re writing fiction, you’ll find 
this guide a useful starting point. 

$er)$ith)itY, C(ilt(ircil 
cu)d Otf)er(i)i$e 

Exalted pulls a great deal from non-Western historical 
cultures. It’s easy to write offensive material drawn 
mostly from stereotypes; avoid this. Research the term 
“orientalism” to start. Most Exalted cultures and lo¬ 
cations take inspiration from two or more historical 
sources — for example, the Realm is a combination of 
ancient China and ancient Rome, while it exerts extra¬ 
territorial control inspired by ancient Persia. The city- 
state Lookshy draws from both Hellenistic Sparta and 
Tokugawa Japan. When creating a new setting element, 


draw from complimentary inspirational sources. Do 
your research into the specifics of what you’re drawing 
from; don’t just use pop culture. Remember that player 
characters can arise from any nation or people in the 
setting, so it’s important to write that setting from the 
perspective of the people who call it home. 

As a game about vast, exploitable power in the hands of 
fallible human beings, Exalted often draws on unsavory 
material and acknowledges the systemic abuses that 
arise whenever two populations of vastly disparate pow¬ 
er coexist. We strongly recommend including content 
warnings when dealing with these issues; we also rec¬ 
ommend against reveling in them. To contrast dealing 
with those issues, Exalted always strives to ensure play¬ 
ers from marginalized demographics have spaces within 
the setting in which they can feel safe to play and plenty 
of examples characters like them excelling. 

Across the Three Editions 

Across all three editions, the “now” of Exalted has always 
been Realm Year 768, five years after the re-emergence 
of the Solar Exalted. The differences between editions 
are in tone, approach, and specific details. New books 
have never advanced the setting’s present, nor has the 
setting changed to reflect the events from novels or oth¬ 
er fiction — there is no metaplot. 

But you don’t have to limit yourself to creating material 
in that moment. Scenarios such as “Crusaders of the 
Machine God” in Time of Tumult or the book Return of 
the Scarlet Empress present optional timelines of events 
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that might happen in future months or years unless 
player characters intervene; the Dreams of the First Age 
boxed set presents a look at one possible version of the 
distant past, and Shards of the Exalted Dream introduces 
“shards”—alternate versions of the setting, from the mod¬ 
ern era to space opera. We invite you to create potential 
scenarios, versions of historical periods, and new shards. 

Although this guide is broken up by edition, you need 
not confine yourself to the themes of the edition 
you’re working for. If you prefer the high drama, mag- 
itech-heavy second edition setting but wish to write for 
the third edition rules, go right ahead, whereas if you like 
the expanded map and new locations introduced in third 
edition but want to work with first edition mechanics, 
we encourage that, too. 

Exalted’s standard for inspirational material is pre-Tolk¬ 
ien and non-Tolkien—while The Lord of the Rings is 



rightfully influential, much of the fantasy that came after 
him owes greatly to his legacy, and so Exalted strives to 
make itself distinct by pulling from less obvious sourc¬ 
es: historical epics and fantasy stories that predate The 
Lord of the Rings ’ popularity or which resist its influence. 
Night s Master by Tanith Lee, the first in her series The 
Lords of Darkness, is chief among them. Exalted’s first 
edition developer would mail copies of Nights Master 
to freelancers who couldn’t find it themselves, and we 
recommend anyone interested in creating material 
for Exalted pursue this book. Other sources applicable 
across all three editions are Lord Dunsany’s Gods of 
Pegma; Clark Ashton Smith’s Zothique stories; The Iliad 
and The Odyssey; Three Kingdoms, Outlaws of the Marsh, 
and Journey to the West; the Ramayana; the video game 
Final Fantasy VII; and, honestly, every piece of media 
listed in the edition-specific entries below — Exalted’s 
three editions tend to draw on the same influences but 
emphasize different elements from them. 
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Palp OOyttjoIoqY 

(Exalted Ftr$t Editioi)) 

Tone: The first edition of Exalted syncretizes many 
tones, placing its heroes, inspired by super-powered pro¬ 
tagonists out of ancient myth and action anime, in a set¬ 
ting with the dream-like characteristics of pulp fantasy 
worlds but ordered by often grim, “realistic” economics 
and politics. More importantly, it rejects the apparent 
incompatibility between these, inviting players and sto¬ 
rytellers to play out a team-up between Cloud Strife and 
Vampire Hunter D in Conan’s Hyboria under economic 
siege by the British East India Company. Its protagonists 
have great power but no certain knowledge of how to 
use it wisely, and they’re surrounded by nations and 
culture filled with injustice caused just as often by failed 
attempts at righteousness as descents into self-serving 
corruption. 

One of the hallmarks of first edition is the inevitability 
of the world’s end — first edition draws from both the 
fantasy tradition of settings that are the prehistory of 
modern Earth, implying that all the magic and heroes we 
see will eventually fade and be forgotten, and the fantasy 
tradition of settings that are the unimaginably distant 
future of Earth, in which the world is old and tired, the 
most magnificent periods of history have already passed, 
and we are now elegizing the final spasm of activity be¬ 
fore the sun goes out and the sky caves in. 


Player character types in Exalted first edition include 
mortals; the Solar, Terrestrial, Lunar, Sidereal, Abyssal, 
and Alchemical Exalted; the Fair Folk; god-blooded; and 
Dragon Kings. First edition tends to present each char¬ 
acter type in its own milieu, with the expectation of e.g. 
all-Solar or all-Dragon-Blooded games. 

Themes: The difficulty of using power for good, the inev¬ 
itability of the age’s turning. 

Setting Advice: Over the course of the edition, what 
began as a new and undefined setting with a scant few 
locations and character types detailed and huge swathes 
of entirely blank map became complex and elaborate, 
and yet still with huge blank spaces needing filling. First 
edition also tended to treat the setting as much smaller 
than the map suggested, going into detail on the close 
relationships between far-away places. 

Media: Michael Moorcock’s Hawkmoon; Glen Cook’s The 
Black Company ; Gene Wolfe’s The Book of the New Sun; 
Ninja Scroll (content warning: sexual violence); Vampire 
Hunter D; Princess Mononoke; Crouching Tiger, Hidden 
Dragon; Chrono Trigger. 

Game Design Advice: You’ll need to be clear whether you’re 
working with the rules introduced in the first edition core 
rulebook, or the “Exalted Power Combat” revision intro¬ 
duced in the Exalted Players Guide-books published after 
the Players Guide support both variants of the first edition 
rules, if you need examples of their differences. 
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Co$(T)ic H(ibri$ 

(Exalted Second Editior)) 

Tone: Exalted’s second edition is at once more encyclo¬ 
pedic and more emphatic. It goes into more detail about 
the world right from the start, collating the sprawling 
setting presentation from first edition and using that 
greater detail to create a tight web of interrelation be¬ 
tween its most influential figures, treating the world as a 
vast drama between Creation’s powers — the Deathlords, 
the Yozis, and the Incarnae — into which player char¬ 
acters are thrust. It focuses more on remnant magitech 
(a term used only in this edition) than on other sorts of 
magic, and introduces the Dreams of the First Age boxed 
set as its canonical First Age. It draws sharper lines be¬ 
tween good and evil, and while it’s no less grim in places, 
its presentation is more frequently irreverent, with short 
comics replacing fiction and often ending on punchlines. 

Second edition repudiates first edition’s thesis of in¬ 
evitable endings—while the world is full of a thousand 
specific dooms, to ensure Storytellers have plenty of 
epic plot hooks and players have something important 
to engage with wherever in the setting the game is set, it 
also assumes the player characters will make a positive 
impact on the setting, going so far as to mandate that 
all Exalted characters have an epic motivation to work 
toward. 

As well as the player character types from first edition, 
second edition introduces the Infernal Exalted, who 


become highly customizable at higher Essence and can 
theoretically join the ranks of the Yozis themselves. 
(Infernals-related setting material should especially 
carry content warnings, though.) There’s a bit more em¬ 
phasis on crossover and mixed groups of different sorts 
of Exalted and much more emphasis on high-Essence 
Charm options for everyone. 

Themes: The inevitability of evil and the necessity of op¬ 
posing it, the ultimate wretchedness of the self-serving. 

Setting Advice: Second edition goes into much more de¬ 
tail in the locations it covers. It emphasizes high-level 
politics and diplomacy between far-flung powers over 
local politics between minor players. Almost every loca¬ 
tion gets both traits for use with the Mandate of Heaven 
domain management system and a sample mass combat 
unit. 

Media: Roger Zelazny’s Lord of Light; Vampire Hunter 
D: Bloodlust; Vision of Escaflowne; Tengen Toppa Gurren 
Lagann; Castle in the Sky; Zhang Yimou’s Hero; all Final 
Fantasy games from IV onward; Koei Tecmo’s Warriors 
games. 

Game Design Advice: Second edition has extensive 
mechanical corrections available as the free electronic 
Scroll of Errata, which we suggest you consult. Note that 
this edition has two different options for domain man¬ 
agement rules — “Mandate of Heaven” first appeared in 
the Exalted Storytellers Companion and is also available 
on its own, while the “Creation-Ruling Mandate” system 
appears in Masters of Jade. 
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Tone: Third edition attempts to update the “feel” of first 
edition to more modern sensibilities. It brings down the 
power level of typical antagonists a bit and disengages 
with the Yozis and Incarnae in favor of emphasizing 
more local conflict spurred by more relatable concerns. 
Rather than supporting or repudiating the inevitable 
end of the world, it allows individual groups to choose 
how much they want to engage with it. 

Magic in third edition is often personal and idiosyncrat¬ 
ic, with unique sorcerous phenomena scattered about 
the world and with each artifact having its own suite of 
powers shaped by its legend and its relationship with its 
current wielder. While remnants of what second edition 
called magitech exist, they’re much scarcer and use the 
same Evocation system as other artifacts. 

Third edition still supports (or intends to eventually) the 
classic character types, but is more open to the idea that 
more types of Exalted could be waiting in the wings, hav¬ 
ing been affecting the setting in their own way all along. 
Exigents especially are a catch-all category for unique 
Exalts created individually by lesser gods for their own 
purpose. Every character type is written with crossover 
in mind, under the observation that the standard Exalted 
group composition is roughly half Solars and half single 
examples of other character types, who are not as all- 
around powerful but tend to shine in their own niches. 

Themes: The diverse wonder of the world beyond the 
horizon, the systemic injustice of empire. 



Setting Advice: Third edition enlarges the setting map 
and adds new regions like the Dreaming Sea. A hallmark 
of its setting presentation is the “postage stamp;” de¬ 
scription of an area or polity will typically end with its 
relationship to its neighbors, but those neighbors, rather 
than being places fully detailed elsewhere, will be new 
close-by locations loosely-sketched with just enough 
detail to “fit on a postage stamp.” It emphasizes estab¬ 
lishing a setting that feels huge and worth exploring. 

Media: The Book of Judges; Robert E. Howard’s The 
Coming of Conan the Cimmerian; George R.R. Martin’s 
A Song of Ice and Fire ; Bleach (for the magic weapons); 
Nausicaa Of The Valley Of The Wind ; Avatar: The Last 
Airbender; HBO’s Rome ; Dissidia Final Fantasy. 

Game Design Advice: Third edition compresses the power 
scale, with previously Essence 5 powers now available at 
around Essence 4 and with Essence 6-7 powers available 
a 5, but past Essence 5, characters no longer increase in 
power much at all. The Quick Character system allows for 
the creation of antagonists using simplified mechanical 
traits. Try to give spirits at least one Eclipse-OK Charm 
each, with such charms being non-combat “utility” powers 
suitable for stories where a spirit teaches a hero a trick that 
reflects its nature. Powerful antagonists such as Deathlords 
ought not be written with shortcuts like “Has all Solar 
Charms” as in previous editions, but need bespoke power 
sets suitable for challenge with the Solar Charms in the 
third edition core rulebook (which tend to define the upper 
limits of power available to player characters in the game). 
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Welcome to the Chronicles of Darkness Sto¬ 
rytellers Vault Style Guide. The contents of this 
guide will help you create new material for the 
horror roleplaying game Chronicles of Darkness, 
as well as the numerous game lines that expand on 
playing particular monsters. 

You may be completely new to creating mate¬ 
rial for other readers to use and enjoy, or perhaps 
you are an established writer; whatever your level 
of experience, this guide will aid you in writing for 
the Chronicles of Darkness. In these pages, you’ll 
find a brief overview of each of the editions that 
the game lines have gone through. 

Whether you want to give a strange or eerie 
locale the treatment you think it deserves, cre¬ 
ate new bloodlines, lodges, or legacies for player 
characters, or detail nightmarish antagonists and 
unnerving characters for Storytellers to populate 
their chronicles with, this guide serves as a useful 
starting point. 


Dweffehs .in Darkness 

The core focus of the Chronicles of Darkness is 
on the human experience in a world of horror, but 
it isn’t just one setting — it’s many. Each of these 
additional games focuses on playing a specific kind 
of monster dwelling in the shadows of the world. 
Vampire: The Requiem, Werewolf: the Forsaken, 
Mage: The Awakening, Promethean: The Created, 
Changeling: The Lost, Hunter: The Vigil, Geist: 
The Sin-Eaters, Mummy: The Curse, Demon: The 
Descent, and Beast: The Primordial all present new 
protagonists, threats, and stories to tell in the Chron¬ 
icles of Darkness. 

Crucially, while each line features unique 
rules and advice suited to its particular brand 
of monstrous characters, all of the games in the 
Chronicles of Darkness share an underlying set 
of core rules. As a result, it’s possible to import 
elements of one game into another, or to weave 




stories that touch on several of the different 
kinds of protagonist and antagonist across var¬ 
ious lines. The setting of each game line stands 
independently of the others, but it’s relatively 
easy to bring them together if so desired. 

Changing Editions 

Most of the Chronicles of Darkness lines have 
now gone through two editions, each of which is 
supported in this guide. The progress from one 
edition to the next does not involve the advance¬ 
ment of any kind of metaplot or in-setting story, 
but some lines underwent significant changes to 
their setting or to key underlying concepts. If 
you’re familiar with one edition but want to create 
content for the other, don’t assume that the rules 
or concepts will have remained the same. 

The Chronicles of Darkness introduced a 
number of mechanical changes to its core rule 
set that affect all of the game lines’ second 
editions. As well as adjustments across various 
elements of the game such as the combat rules, 
and the introduction of new subsystems such as 
social maneuvering, the most significant changes 
are the use of Beats and Conditions. If yoazu’re 
writing content for any of the second editions of 
these games, it’s important to familiarize yourself 
with these concepts and how they incentivize and 
shape player behavior. 
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A number of ‘blue book’ supplements have 
been published across both editions of the core 
rule set, detailing a plethora of new areas of hor¬ 
ror and storytelling under titles such as Mirrors, 
Second Sight, Skinchangers, Tales from the 13 th 
Precinct, Urban Legends, and plenty more besides. 
You are free to create new material compatible 
with the systems and settings from these books, 
such as an adventure set in the 13 th Precinct or a 
new system of minor magic for practitioners using 
Second Sight. 


The Qad-Machfne 
Chreniete 

The God-Machine Chronicle introduces an un¬ 
derlying, sinister presence for Chronicles of Darkness 
stories that focus on playing as mortals. These are 
tales of normal human beings trying to survive in the 
face of a world of horror, experiencing the influence 
of something vast and monstrously inhuman — the 
God-Machine. 

The God-Machine Chronicle focuses on the hu¬ 
man experience, pitting mortal characters against the 
callous machinations of the eldritch God-Machine 
and exploring how they struggle in the face of such 
alien horror. People know there is something subtly 
wrong in the world, but ignore it for as long as they 
can, preferring the comforting bliss of self-deception 
rather than facing the truth. Witnessing the horror 
of the God-Machine’s presence leads to alienation 
and isolation from a society that willingly blinds itself 
to such, and so characters come together out of mu¬ 
tual support or loathing, united by their exposure to 
horror. It’s a game about breaking points, willpower, 
and identity. 

The focus of the Chronicle’s threat comes 
through the God-Machine itself—a vast, blind 
leviathan that lingers just beyond perception. The 
God-Machine’s presence is felt in strange cults, the 
warped architecture of rooms that shouldn’t fit in 
the house, a basement of gears oiled with blood, 
and glitches in reality. It cannot be reasoned with, 
appealed to, or appeased, and its interactions with 
humanity treat them only as resources to be exploited 
or threats to be exterminated. Immense and inscru¬ 
table, the God-Machine’s reach extends across the 
world and throughout history. 

The scope of the God-Machine means that it 
is a lingering, background threat — always present, 
but not not necessarily front and center in every 
story. The characters will face the servants of the 
Machine — including terrifying angels — or the 
phenomena it has uncaringly inflicted on the 
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world, but they can’t go and fight the God-Ma¬ 
chine itself as a singular being. The God-Machine 
Chronicle also has space for stories that avoid the 
God-Machine entirely, instead drawing human 
characters into contact with other denizens of 
the shadows. 

Themes: The individual facing off against the 
juggernaut of faceless bureaucracy, hidden systems 
and conspiracies, peeling back the facade of nor¬ 
malcy and finding horror just beneath it. 

Setting Advice: Settings and sourcebooks for 
the God-Machine Chronicle should usually focus 
on personal and street-level horror; the protagonists 
are human beings, dealing with monstrous forces 
that they are likely unprepared for. That doesn’t 
mean these stories have to focus on a sense of de¬ 


spair or an inevitable triumph of the God-Machine; 
characters can and should be capable of throwing 
grit in the gears and derailing its schemes. Focus 
on subtle horror that slowly blooms into ghastly 
realization, on conspiracies and paranoia, and on 
the cost that dealing with the shadows extracts on 
the human characters of the game. 

Influences: The Crow, Demo, The Exorcist, 
Fell, Gone Girl, The Terminator, True Detective. 

Game Design Advice: The God-Machine 
Chronicle uses the game’s second edition rules. 
Remember that human characters have much more 
limited capabilities than the monstrous antagonists 
of other game lines, and even relatively minor su¬ 
pernatural antagonists can pose a significant threat 
to a group of normal humans. 
















Vampire: the Requiem is a game of gothic horror; 
the default player characters are vampires who must 
struggle with their craving for blood, the beast within 
them, and their isolation from humanity The obvious 
inspiration is the heavyweight of the genre, Bram Stok¬ 
er’s Dracula, along with other significant titles such as 
Carmilla, and the plethora of vampire fiction that has 
exploded onto the scene in recent decades- The world 
in which these vampires dwell is one of deep shadows, 
baroque cities, and hungrier things yet that wait in the 
darkness to prey on the mistakes of the Kindred. 

A major focus in Vampire is on personal horror 
— the internal struggles between the vampire’s fad¬ 
ing humanity and the ravenous urges of the Beast. A 
vampire is a parasite and a predator, forced to prey on 
her former peers simply to survive — and armed with 
a panoply of dark powers that make it ever-so-easy to 
toy with mortals, to stop thinking of them as peers 
and instead just as a herd from which she can draw 
sustenance. What crimes will a vampire commit just 
to wake to another night? What transgressions is a 


vampire willing to commit to get ahead of her rivals? 
The covenants in Vampire are, therefore, founded 
not on notions of worldwide plots but, instead, on 
the basis of how they present the different ways that 
Kindred grapple with giving meaning and purpose to 
their nightly existence. 

Vampire is often a game about scheming, manipula¬ 
tion, and politics; vampires, caught in an endless parade 
of blood-soaked nights, maneuver and clash with each 
other to sate their hungers, to pursue their goals, or 
simply to entertain themselves and hold back the ennui 
of immortality. They compete over blood, power, and 
the supremacy of their philosophies. Many chronicles 
will feature clever attempts to frame, blackmail, or be¬ 
tray characters; vampires often use pawns and catspaws 
rather than direct confrontation; and violence, when it 
happens, is usually sudden, brutal, and shocking. 

Some suggested media inspiration for both editions 
of Vampire includes the aforementioned Dracula and 
Carmilla, the film Near Dark, the book and movie versions 
of The Hunger, and The Lost Boys . 




The First Edition of Vampire: The Requiem pres¬ 
ents an open approach where Storytellers are encour¬ 
aged to build their game from the pieces on offer. The 
game assumes a local, focused, street-level view; rather 
than grand conspiracies or occult histories, it looks 
closely at the personal horror of being a blood-drinking 
monster among the human herd. 

The setting of Vampire draws from gothic literature; 
it is our world seen through the looking glass darkly, a 
place of violence, corruption, and medieval imagery. The 
streets are dangerous, the rich jealous and fearful, and 
authority is abused. It’s hard for people to look beyond the 
immediacy of their situation. The backdrop is of crum¬ 
bling buildings, faded grandeur, and grubby immorality. 


Within this setting, vampires are a divided com¬ 
munity. Theirs is a timeless curse, but they have no 
overarching or single explanation or understanding for 
it. Instead, a profusion of interpretations and ideologies 
arise; the Covenants carve vampiric society up among 
themselves in a struggle for power. The fallible memory 
of elder Kindred and the isolated nature of vampires 
draws the focus onto the nightly existence of individuals 
and coteries. 

In the First Edition of the game, the assumed 
viewpoint is a narrow one, limited to a particular city 
or locale and the Kindred who dwell there. Cities are 
isolated bastions; the Covenants may compete for con¬ 
trol within one, but few stories reach farther abroad. The 
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night is dark and full of shadows, and even vampires 
know only a little of what lies in the gloom. 

Themes: A Beast I am, lest a Beast I become, the 
horror of becoming a predator, hidden sins and ugly 
vices, personal conspiracies and the struggle for power, 
alienation and isolation. 

Setting Advice: Requiem has a ‘toolbox’ approach 
which provides both opportunities and obstacles for a 
writer. Content intended to be dropped into a variety 
of Chronicles has to take account of the fact that the 
political and social set-up can vary wildly between 
tables; one group might play in a city where the In- 
victus rule with the support of the Lancea Sanctum in 
an organized, stifling pyramid of power, but another 
might see a city torn apart by feuding factions with no 
meaningful community between them. As there is no 
overarching, global Kindred culture, the game offers 
a lot of freedom on how its vampires can be depicted. 


Requiem content should focus on its characters, par¬ 
ticularly their social or political machinations, and 
how these might entangle or lure the player characters 
into events. 

Influences: Nosferatu, Shadow of the Vampire, 
Interview with the Vampire, Beethoven, Mozart, 
the Sex Pistols, Black Flag, Sisters of Mercy, This 
Mortal Coil, Faith and the Muse, Switchblade Sym¬ 
phony, Bauhaus 

Game Design Advice: In First Edition, vampires 
are considerably more powerful than humans, but their 
capabilities are still relatively constrained and modest. 
Internal balance is a meaningful consideration when 
creating new Disciplines and the like; new Bloodlines 
offer freedom to explore wilder ideas. The overall 
focus is very personal and often subtle, with vampires 
often working through influence rather than crazy or 
extravagant powers. 
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The Second Edition of Vampire: The Requiem 
keeps the core of Vampire’s personal horror and flexible 
presentation of options for the Storyteller to use, but 
shakes it up with a renewed emphasis on the vampire 
as a monster and on visceral drama. It’s about sex and 
murder, power and wild defiance, thrilling action and 
nail-biting paranoia. 

This edition pushes the focus onto what each in¬ 
dividual vampire is willing to do to survive the night, 
how they’ll live with themselves for their crimes, and 
what dark drives could give them the strength to survive 
this damnation. It looks at the vampire’s connection 
to humanity, and how they struggle to keep hold of it 
even as it slips away. It’s still personal horror, but it’s 
pitched in terms of guilt, hunger, and lies, rather than 
as a sense of existential angst. 

The passage of the ages plays a greater role in Sec¬ 
ond Edition chronicles. Most Chronicles still play out 
through the modern nights, but the fog of ages that 
clouded vampiric records in First Edition no longer 
exists; stories often draw on the unique history of the 
region or city, tying the current situation for vampires 
into what has gone before. Rather than being anach¬ 
ronistic relics, elders swiftly adapt to new changes; the 
Kindred struggle with the clash between old and new. 


Vampire: The Requiem Second Edition was 

previously published as Blood and Smoke: The Strix 
Chronicle, and it features the Strix Chronicle. This is a 
suggested chronicle setting wherein the terrifying Strix 
are abroad, monstrous shadow-owls and grisly possessed 
corpses of folklore made disturbingly real, and who now 
pursue the Kindred. The Strix Chronicle provides the 
set-up for a game wherein hunters become hunted, with 
an alien threat that can attack vampire society from 
within or without and tear the whole thing down in 
an orgy of blood and paranoia. 

Themes: Requiem and masquerade, the old and the 
new, piety and blasphemy, sex and murder. 

Setting Advice: Second Edition keeps the ‘tool¬ 
box’ approach and opens it up further; plenty of ex¬ 
ample locations show how vampire society can wildly 
vary from place to place. The setting is sharper, often 
weirder, and draws some sharper distinctions between 
the different Clans. Storytellers are encouraged to 
be flexible and inventive with how they depict the 
Covenants in their game. 

The Strix are a powerful setting element in this 
edition; vampires’ understanding of the world is no 
longer clouded by the fog of ages or a myopic focus on 
immediate, street-level issues, but the night remains a 
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dangerous place to go astray, and the Strix are part of 
the reason why. These vampiric entities are powerful 
antagonists in their own right, but they work well as 
part of a story about history and the occult mysteries 
of Kindred origins. 

Influences: Already Dead, The Hunger, Night 
Junkies, Katja from the Punk Band, The Big Sleep, Go. 

Game Design Advice: Vampires in Second Edition 
are considerably more potent, with Disciplines offering a 
serious boost in their impact on the game. Touchstones 
are a new and significant part of the Humanity system, 
emphasizing human connections. The Beat system 
helps drive vampires towards dangerous or conflicting 


situations by offering a reward for risk and loss. New 
content that hooks onto these mechanical levers can 
help play up the feel of vampires driven by dark urges 
and powerful ambitions. 

Second Edition has a flexible approach to imple¬ 
menting vampires’ traditional and folkloric weaknesses 
and aspects. Don’t assume that the player characters 
will be unable to act during the day; low Blood Potency 
and high Humanity Kindred can get away with limited 
activity. Clan Banes don’t kick in until a vampire has 
first dropped to Humanity 6, but vampires can also take 
on additional thematic Banes to firm up their degener¬ 
ation against similar acts. 
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Werewolf: the Forsaken fuses the raw violence 
present in much werewolf media with a heavy dose of 
occult paranoia and shamanic transgression, creating 
a game of savage horror. In both editions, Werewolf 
is about changing forms and constant fury, about 
dividing lines and the price that has to be paid for 
crossing them. It’s also a game about mysticism and 
the occult but, far from presenting these as ephemeral 
or intangible notions, they’re just as brutal and real as 
everything else. It depicts a monstrous otherworld, the 
Shadow, wherein ghastly spirits caper and cavort, sep¬ 
arated from the real world by only a scarred Gauntlet 
that’s as fragile and as easily tom away as skin. 

Werewolf is a game of body horror. Use met¬ 
aphors of flesh, blood and bone when describing 
the nightmare environs, dark hunting grounds, and 
twisted shapeshifters who prowl the night; describe 
things in terms of the pursuit, the hunt, and the 
bringing down of the prey. In Werewolf, the flesh is 
no longer a reliable constant. It’s a malleable, quick¬ 
silver thing, a rebellious breeding ground for horrors 
who can hide beneath lying skin. Viscera, blood, and 
gore accompany the fury of the Uratha; cancerous 
mutation and violation of the human form are the 
tools of their antagonists and enemies. 

Often seen as one of the most combat-focused of 
the Chronicles of Darkness games, Werewolf lends 
itself to stories focusing on violence, anger, and 
bloodshed. Even the least of the Uratha can take 
the form of a towering hybrid monstrosity, capable of 
hewing through victims like a scythe through wheat. 
Driven by territorial instincts and the urge to hunt, 
werewolves’ lives are defined by conflict, whether 
with each other or with the horrors slithering through 
the Gauntlet. The game doesn’t necessitate violence 
as the first or only response to problems, but the ten¬ 


sion of repressed fury should always be there, ready 
to burst out into a display of carnage. 

Werewolf: the Forsaken draws on a wide range 
of sources for its inspiration, with plenty of werewolf 
media such as An American Werewolf in London, 
Ginger Snaps, or Dog Soldiers. The game supple¬ 
ments the ravening werewolf of the movies with 
strong themes of gang violence and territoriality; 
as such, any films or series about gangs and crime 
can offer some ideas for how werewolf packs form 
and deal with each other. For the body horror and 
shamanic transgression elements, there’s a dizzying 
array of media to draw inspiration from, from any¬ 
thing involving H. R. Giger to the spiraling horror of 
Junji Ito’s Uzumaki. The Upside-Down from Stranger 
Things offers one take on how a particularly desolate 
or warped area of the Shadow might appear. 
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Werewolf: The Forsaken First Edition is a game 
of savage fury that draws a line between the pack and 
the world. It’s a game about that dividing line, and 
how the werewolves who call themselves Forsaken 
patrol it against any who would challenge them. 
As such, First Edition is very much a game about 
territory. It pitches the spirit world of the Shadow 
as a nightmarish realm that the Forsaken must hold 
back, even as rival werewolves and ghastly horrors 
of the Flesh press at their territory’s boundaries in 
the real world. In First Edition, the pressure on 
werewolves never lets up. 

The hunt, both as predator and prey, is a key 
element of the setting. Forsaken actively seek out 
threats and take them down, even as they defend 
against foes who want to see them fall and their terri- 
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tory despoiled- Of the various lines of the Chronicles 
of Darkness, this one has a very strong and varied 
roster of monstrous antagonists, with a particular 
focus on body horror in enemies such as the Claimed 
and the Hosts. 

First Edition establishes a strong, mythic history 
that underpins the Forsaken existence, communi¬ 
cated through an oral tradition. Many a tale begins 
with the line 'this story is true’, signaling that the 
facts of what really happened are less important 
than the lesson, as recited to the listener, imparts 
for the now. 

Despite focusing on the brutal physicality of 
werewolves, Forsaken remains a game with a strong 
spiritual bent. Strange mysteries are common when 
exploring the eerie Shadow and dealing with its mad 
denizens, but the focus on these encounters remains 
focused on the personal. Werewolves deal in the 
shamanic entanglements of regional spirit courts 
and the dark consequences of local history, rather 
than touching on cosmic mysteries or grand magics. 

Themes: Hunt or be hunted, savage fury, un¬ 
controlled rage, dark tension, paranoia, body horror, 
strange mysteries. 

Setting Advice: First Edition Werewolf: The 
Forsaken is very much a game of‘us vs, them’, where 
‘them’ is anyone outside the pack. Packs of characters 
are tightly bound together, and this drives a lot of 
the way Forsaken society works. Dealings with other 
packs are often fraught with tension. Tribes are not 
top-down organizations that command the structure 
of Forsaken society; they’re a fellowship that can 
sometimes bridge the gap between different packs. 

Pushing on the themes of territory and paranoia 
can really make the setting sing. Friends, family, 
and turf give compelling reasons for Forsaken to get 
involved, protecting what they care about. Equally, 
antagonists often go after those very same things, 
subverting or corrupting them. Both push werewolves 
towards the fury of Death Rage; this loss of control is 
one of the defining aspects of Forsaken existence. The 
terror of Werewolf: The Forsaken is never knowing 
whether a Host now stares out from behind a loved 
one’s eyes, or coming to one’s senses soaked in blood 
with no memory of what just happened. 

Don’t go overboard with First Tongue, the lan¬ 
guage of the Shadow, It adds a great deal with the 
feel and tone of the game, but overuse in text can 
make material hard for a reader to penetrate. For 
writers wanting to add new First Tongue terms, the 
language is based on ancient Sumerian; lexicons can 


be found online. After constructing the desired word 
or name, it is then run backwards through ‘Grimm’s 
Law’, then further tweaked until the resulting word 
has a satisfying sound and feel. 

Influences: Murcheston: The Wolf s Tale, Moon 
Dance, The Howling, The Wolf Man, Wolf, Holst’s 
Mars, Bringer of War, Mussorgsky’s Night on Bald 
Mountain 

Game Design Advice: Like vampires, werewolves 
in First Edition are much tougher than humans, but 
not overwhelmingly so. Werewolves are hunters, not 
battle-tanks, and they face a monstrous array of dan¬ 
gerous foes. Forsaken will often need to play smart to 
take prey down. 

It’s in the antagonists that a lot of First Edition’s 
complexity comes out. Keep a close eye on the capa¬ 
bilities of spirits in particular, who can be exceedingly 
potent threats even at lower Ranks. Conversely, 
werewolves shoulder some significant burdens as their 
Primal Urge increases, with Essence Bleed a serious 
limiter for elder Uratha. 

Thematically and mechanically, the Second 
Edition of the game pulls the hunt front and center 
with the thesis of ‘The Wolf Must Hunt’. In this 
edition, the Forsaken are driven to be hunters above 
all else, their instincts pushing them forwards. They 
form packs to have others to hunt alongside, keep 
territories to become familiar with favored hunting 
grounds, and explore their predatory instincts to gain 
an edge against the prey. The Sacred Hunt is the 
principal sacrament of Forsaken society, while the 
Tribes offer focus against a particular type of prey. 

Second Edition remains a game with shamanic and 
spiritual elements, although the Forsaken relationship 
with the spirit world is no longer so innately hostile; 
werewolves are creatures of both worlds, and must bal¬ 
ance themselves between Flesh and Shadow. The game 
is about duality and transgression over boundaries. It’s 
about the fire that bums in a werewolf s blood when the 
hunt is on, and about the deep tmths they feel in their 
bones over which they refuse to back down. 

The Second Edition of the game reworks the 
foundational myths of Werewolf: the Forsaken, and 
adds additional richness and depth to the state of 
werewolves in the modem world. It features the Idigam 
Chronicle, putting the spotlight on the ancient idigam 
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as an out-of-context threat, a chaotic force that the 
Forsaken are not prepared for. Having escaped their 
imprisonment on the moon or risen from slumber in 
the dark recesses of the world, the idigam now bring 
change to the hunting grounds upon which they de¬ 
scend, and werewolves have no choice but to adapt 
to this new threat, or perish. The Forsaken claim to 
have inherited the duty of the Great Predator to guard 
the boundaries of the world; the idigam serve as both 
a nightmarish challenge to that assertion, and an 
opportunity to prove it. Change or die. 

Themes: The wolf must hunt, duality and 
edges, inherited duty, body horror, symbolism and 
reality, blood and bone, the balance of flesh and 
spirit, adaptation 

Setting Advice: Second Edition pushes back the 
boundaries of the setting somewhat; packs are still 
highly focused on their immediate territory and prob¬ 
lems, but the Shadow can be less innately hostile and 
werewolves are now much more individually potent. 
This offers more breathing space for werewolves to 
examine other elements of the setting, dig into the 
history of their kind, or embroil themselves in the 
schemes of tribes and Lodges. The game remains one of 
savage fury, but most things are framed in the context 
of the hunt; the instincts of werewolves drive them di¬ 
rectly to action, rather than passivity or defensiveness. 

Forsaken benefits from lean, focused writing that 
demonstrates the attitude of the setting. Werewolves 
don’t have allies — they have the pack. Their powers 


don’t have targets — they have prey. Use short, 
sharp words that get to the point and deliver impact. 

Influences: Murcheston: The Wolfs Tale, The 
Shield, Sons of Anarchy, Florence and the Machine’s 
Howl 

Game Design Advice: Werewolves in Second 
Edition are far more potent than their First Edition 
incarnations, with enhanced shapechanging capa¬ 
bilities, Hunter’s Aspects, and a potent spread of 
Gifts. Gauru form gives werewolves a great deal of 
additional resilience; even a starting pack is likely to 
be capable of taking down a serious physical threat. 

The Gifts and Rites of Second Edition are a 
particular departure from the First Edition approach; 
read the existing examples closely before creating 
new ones. Gifts have a certain internal balance and 
are usually affected by scaling Renown; they focus 
strongly on interpreting the Gift’s concept through 
the idea of the werewolf as predator and hunter, 
rather than being a grab-bag of magic tricks. Rites 
take a more shamanic approach; their focus on sym¬ 
bolism is a great way to differentiate their tone and 
feel compared to Gifts. 

As with First Edition, the wide selection of gro¬ 
tesque antagonists plays an important role. Don’t 
be afraid to create new monstrosities and aberra¬ 
tions that possess brutal, visceral Dread Powers and 
Numina; such dangerous foes give werewolves an 
opportunity to really shine. 



Chronicle* of SfyfeQt^i^e 













The A wak 


waKentng 


Tk ernes and Inspirations 


Mage: The Awakening is inspired by Gnosticism, 
Kabbalah and Hermetic Qabalah, ancient Greek 
philosophy and mysticism, and a syncretism of other 
real-world magical traditions, as well as fictional 
wizards and academic culture. It has no metaplot. 
Instead, it has the framework for a mage society that’s 
common worldwide, a plethora of weird phenomena 
to explore, and a host of obsessions and drives that 
push mages to hubris. Don’t be afraid to use obscure 
or obsolete jargon (especially Greek words) to 
make concepts sound more weighty — Awakened 
characters do it themselves. 

Externally, Mage gives us existential horror . A 
mage gazes into the Abyss and other deep, dark places 
as she chases Mysteries down ill-advised rabbit holes, 
and deals with the crushing reality of the Fallen 
World and the curse of its Lie while her soul yearns 
for Supernal freedom and truth. Internally, it gives 
us the personal horror of her own hubris, the burden of 
unimaginable responsibility, and what she becomes 
when she wields world-shaking power. She never 
has as much control over her magic as she thinks, 
and the slippery slope away from Wisdom is easy to 
rationalize. Paradox is where these intersect, built 
right into the fabric of the game. Mages want to 
become something more than human, but in practice, 
many of them become something else instead. 

Though similar, the editions focus on different 
aspects of the mage experience and use mechanics 
that emphasize somewhat different styles of play. Some 
content could easily bridge both editions, such as a 
city with its Consilium and Mysteries without many 
rules. Likewise, feel free to write material that includes 
versions for both, or combine elements of first edition’s 
setting with second edition’s mechanics or vice versa. 

Mage’s core themes and setting remain largely 
the same; the differences are mostly a matter of 
emphasis. Some suggested media inspirations cover 
both editions, including: Alan Moore’s Promethea 
(comics); Robert Shea & Robert Wilson’s The 
Illuminatus! trilogy; Bill Whitcomb’s The Magicians 
Companion: A Practical and Encyclopedic Guide to 
Magical & Religious Symbolism; Dark City (film); and 
Memento , Inception , and The Prestige (Christopher 
Nolan films). 


A n /\tlantean Legacy 

(A/lage: The j\ wakening 
First Edition) 


Power corrupts , but enlightened heirs to an ancient 
utopia risk repeating history’s mistakes to reach ascension 
and reclaim their birthright. 


Tone: On the cover of the Mage core book, 
a mysterious ruin beckons from what seems to be 
the ocean floor, surrounded by hints of fossils and 
enticing runes. That’s the beating heart of first edition: 
modern sorcerers inheriting a shattered legacy from an 
occluded history, chasing answers to Atlantis’ riddles 
in a race against enemies, allies, and time so they can 
save the world — at least, by their definition. 

The Diamond Orders hearken almost directly back 
to their fragmented institutional memories of Atlantis’ 
utopian Awakened City, and in their structures and 
practices seek to rebuild it. Even the Free Council 
largely defines itself by rejection of that legacy. 
Spelunking into Atlantean ruins is popular; Atlantis 
was a real place, and although it no longer exists, and 
its Fall broke the universe such that no amount of 
Time magic can take you back there, most Awakened 
acknowledge enough evidence to believe the legend. 

First edition assumes the ultimate goal is 
archmastery and, from there, ascension. Early first 
edition fleshed out modern mage society as a product 
of its history, and delved extensively into the Oracles 
as facilitators of Awakening, the dreams of the dragons 
who preceded them, and the explicit details of how 
the Fallen World came about. Later books in the line 
expanded the mythology on a grand scale with deep 
histories to explain why things are how they are. 
This edition pulls back the curtain on cosmic truths, 
answering many questions and asking even more. 

Seers of the Throne are expressly antagonists. Here 
and there the game posits ways to play alternatives, 
but the Pentacle chronicle is the default. 

Themes: Reclaiming a birthright of ancient 
mysteries from a fallen paradise; pride before the 
fall, and power breeding hubris; ascension as the 
highest form of enlightenment; intrigue; secrets; 
factionalism; mythic wizardry. 


CHRONICLES OF DARKNESS STYLE GUIDE 
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Setting Advice: First edition has a competitive 
vibe. Hidden conspiracies, hoarding secrets, 
and maneuvering against fellow sorcerers are 
commonplace; even a willworker’s own cabal is 
expected to adopt strict roles and a written agreement 
to avoid too much paranoia. That doesn’t mean 
mages can’t work together — but when they do, they 
bring contingency plans. 

A chronicle is unlikely to step beyond its home 
Consilium except in specific ways, such as war 
over resources with a neighboring city or personal 
vendettas that drag others in. A caucus is an informal 
meeting of several Consilia’s Mystagogues or Arrows 
called for a particular purpose, while Convocations 
are Silver Ladder affairs, and rarer events. Maintain 
this somewhat insulated feel. 

Treat the Supernal Realms as places, like the 
Underworld or Shadow, although characters can’t 
visit. If a mage could somehow cross the Abyss, she 
would reach Supernal shores, split into five actual 
realms corresponding to the Paths. 

Books reference Atlantis' frequently; many 
story hooks relate to it and other elements of deep 
Awakened history. First edition material provides 
ample background and cosmic interconnectedness 
for anything new it introduces, including Legacies, 
so this is where expansive histories and existential 
metaphysical plots best shine. If you love delving 
into the secret past and exploring the u why” behind 
the status quo, first edition is for you. 

Media Influences: Ursula Le Guin’s A Wizard 
of Earthsea; Susanna Clarke’s Jonathan Strange & Mr. 
Norrell; the works of Philip K. Dick; Neil Gaiman’s 
Nev'erwhere (book and BBC series); The Prisoner 
(television series); Pi (film); Jacob’s Ladder (film) 

Game Design Advice: First edition spellcasting 
is highly granular and works like other CofD powers, 
with rolled successes determining effectiveness and 
the ability to resist or contest them. Many spells 
beyond the basics require conjunctional Arcana. 
Most spells are instant by default; only a few require 
extended ritual casting. 

Practices coincide with a spell’s dot rating and 
mechanical outcome but not necessarily with the 
magic’s effect; spell effects often exist at multiple dot 
ratings with varying parameters and power levels. For 
instance, a spell that can only affect Sleepers might 
be a three-dot spell, with a four-dot version that 
affects Awakened. 


.Addicted to /Mysteries 

(A/iage: Tke A. wakening 
Second Edition) 

Obsessive occult detectives pry into the world’s Myster¬ 
ies and realize only too late how far they’ve overreached . 


Tone: While it encompasses the same themes, 
second edition focuses more on hubris as an 
individual’s journey walking the tightrope between 
Wisdom and Gnosis — responsibility and power. 
Atlantis is but the most common of many symbolic 
names for a vanished Time Before that both existed 
and never did; the Diamond uses its symbols to 
inspire its philosophies and roles, but Awakened 
society is built more around the necessity to curb 
each other’s passions and worst impulses to avoid 
disastrous magical conflict and collateral damage. 
Intrigue is the natural product of driven people 
whose laws (and game systems) encourage them to 
make careful, long-term plans instead of dealing with 
interpersonal problems head-on. 

Some previously Silver Ladder traditions now 
apply to the entire Pentacle, and Caucus is the official 
name for “all the mages of one Order in a larger 
region,” giving mage society more of a global and 
interconnected feel that encourages more cooperation. 
The Orders offer ways to live with the consequences 
of your actions; a significant number of mage problems 
stem from their own and each other’s obsessions. An 
Order’s beliefs and goals give its members high-minded 
justifications to pursue them anyway. 

Books handle Atlantis and related legends with 
a light touch and don’t assume the Oracles exist, 
focusing more on the Watchtowers themselves as 
symbols of Awakening. The quest to unearth lost 
history is one Mystery among countless others. Place 
less emphasis on archmasters and ascension; ground 
the game in the here and now. 

The tone resembles modern occult noir with 
an academic bent, with protagonists fighting self¬ 
destructive addictions and constant temptations 
in pursuit of truth at any cost. Game systems lead 
players to reach just a little further with every spell, 
showcasing the Awakened struggle to deal with the 
repercussions of pursuing obsessions they can’t ignore. 
The Supernal World isn’t a place but a backdrop 
“behind” reality that a mage can experience, and 
almost touch, whenever he uses Mage Sight. 
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This edition emphasizes Awakening as a 
metaphor for privilege and entitlement. A willworker 
can’t help seeing himself as enlightened compared 
to the Sleeper masses, which include his own friends 
and family, and sincerely believing he knows better. 

Themes: Mysteries and truth for their own 
sake; hands-on occult investigation and scholarship; 
consequences; hubris and personal responsibility; 
addiction, fascination, and obsession; overstepping 
boundaries. 

Setting Advice: Pentacle chronicles are still the 
default, but Seers, Proximi, and other Sleepwalkers 
are playable right out of the core, and Nameless 
Orders have mechanics too, offering more character 
options and gray areas. Locations should present at 
least one “High Mystery’ - ’ — a large-scale Mystery 
Scrutiny alone can’t solve, which affects how 
mystical phenomena work there, or introduces 
unique weirdness. Mages might spend decades or 
centuries studying it without hard conclusions. 

Don’t mention Atlantis and its associated 
mythology much, except as the background for 
specific setting elements that focus on it, like a 
particular Legacy; not all cultures or Consilia even 
use the term “Atlantis.” 

Generally, use “Supernal World” rather than 
“Supernal Realms;” Pandemonium, Stygia, etc. are 
overlays comprising the true symbols of which the 
Fallen World is a pale shadow. Piercing the Lie with 
Active Mage Sight lets mages view the Supernal 
through the Arcana they understand, like looking 
at one landscape through different filters. 

Media Influences: Hellblazer (comics) and 
Constantine (film); Neil Gaiman’s The Books of Magic 
(comic); The Invisibles (comic); MarkZ. Danielewski’s 


House of Leases; Umberto Eco’s The Name of the Rose 
and Foucault’s Pendulum; Tim Powers’ The Anubis 
Gates , Declare , and Last Call; Sergei Lukyanenko’s 
Night Watch pentology; John Dies at the End (book & 
film); Assassins Creed (video game series) 

Game Design Advice: Spellcasting is streamlined, 
with Reach replacing some granularity. Practices 
coincide with the magic’s effects rather than 
mechanical outcome or power level, and each spell 
effect is a single spell, with required Reach and/ 
or Mana costs to handle scaling parameters. When 
writing spells, refer to the creative thaumaturgy 
guidelines (Mage 2e, p. 125). Spells that require 
conjunctional Arcana exist but are rarer; more 
common are spells that can add conjunctional Arcana 
for additional effects. By default, spellcasting is an 
extended, ritual action; instant casting requires Reach. 

When writing Mysteries — which all supernatural 
phenomena are, and setting elements should include 
— give their Opacity, and the surface and deep 
information Scrutiny provides. Refer to the guidelines 
for building Mysteries (Mage 2e, p. 93). For Storyteller 
characters, include their Immediate, Signature, and 
Long-Term Nimbuses, and Nimbus Tilts. 

This edition reinforces its themes through 
systems: Mage Sight is an innate capability, characters 
have Obsessions that earn them Arcane Beats, and 
Reach encourages players to stretch beyond safe 
limits. Mechanics should tempt players to risk 
Paradox, Wisdom degeneration, and other dangers 
to achieve more powerful effects, and to pursue 
Obsessions and other Mysteries regardless of cost. 
Awarding Beats for deliberately getting characters 
in trouble is a time-honored CofD technique, so feel 
free to use it liberally. 
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Themes amd 

Promethean: The Created is inspired by West¬ 
ern and Eastern alchemical practices and by the 
various creation myths of the world involving life 
being breathed into inanimate objects, as well as the 
fictions of people such as Galatea and Frankenstein. 
It has no metaplot. Instead, it presents a tightly-con¬ 
ceived narrative of milestones that Prometheans must 
walk in order to reach the New Dawn, or the alchem¬ 
ical actualization of the Promethean’s missing soul. 

Externally, Promethean gives us inhuman horror . 
The Created are in torment, forever on the outside 
looking in at humanity. Promethean posits that be¬ 
ing human is a desirable state, and that humanity is 
capable of terrible things but also works of startling 
wonder and beauty. Internally, it gives us the horror of 
the lack of control; a Created has little control over his 
emotions due to Torment, and no control over other 
people’s reactions to him thanks to Disquiet and the 
Wasteland. Isolation is also a key theme — the feeling 
of being completely ostracized. A Promethean might 
go decades without seeing another of the Created; 
those in the player throng are likely to be the only Cre¬ 
ated a character has ever met. They may not even like 
their fellows, but monsters rarely choose their friends. 

Though similar, the editions focus on different 
aspects of the Created experience and use mechanics 
that emphasize somewhat different styles of play. 
Some content could easily bridge both editions, such 
as a city that plays host to transient Prometheans. 
Likewise, feel free to write material that includes ver¬ 
sions for both, or combine elements of first edition’s 
setting with second edition’s mechanics or vice versa. 

Promethean’s core themes and setting remain 
largely the same; the differences are mostly a matter 
of emphasis. Some suggested media inspirations cover 
both editions, including: Mary Shelley’s Frankenstein 


(literature); Ovid’s Metamorphoses (literature); Robert 
Heinlein’s Stranger in a Strange Land (literature); Car- 
nivale (television); The Incredible Hulk (comics), Weird 
Science (film); Termination 2: Judgment Day (film); and 
Dirty Pretty Things (film). 

^Okeaied All Alans 
(Framietiie&ii: The Chested 
First Edition) 

Disparate loners throng together, their fellows 
the only bulwark against a cruel and dark world they 
must navigate in order to complete their Great Work. 

Tone: On the cover of the Promethean core 
book, a monstrous face pushes against a marbeled 
cloth. The features are less than human, but the 
eyes —windows to the soul — are intact and clear, 
albeit closed in slumber or sadness. That’s the core of 
first edition Promethean: the Created are very nearly 
human, and can fake it, but are forever apart, pressing 
against a separation they cannot truly see or grasp. 

First edition hold the ultimate aim of Promet¬ 
heans to be the Great Work of becoming human, 
and there are few expressly wrong steps. Even the 
Refinement of Flux is treated as a viable and poten¬ 
tial way of becoming human (for are not the worst 
monsters of history completely and totally human?). 
It is assumed that traveling the Saturnine Road ne¬ 
cessitates the generative act, or the act of creating 
another Promethean of your lineage. 

Themes: Alienation from humanity; yearning 
for something beyond; plus est en vous — there is 
more in you than you think!; the world is cruel and 
dark; secrets; glimpses of the grotesque. 

Setting Advice: First edition has an individualistic 
take for a Promethean’s existence, despite the standard 
player character type urged towards being in a throng. 





















Promethean Lineages have deep commonalities to 
them, and organized societies kept to some degree to 
stereotyping, even as Promethean populations remain 
too low to truly sustain these stereotypes. 

Promethean chronicles are likely to be highly 
transitory. Even with a throng moderating the effect 
of Disquiet and the Wasteland, the fear of tainting 
land and souls is never nullified. Thus, Prometheans 
move from city to city, leading nomadic existences. 
It’s for this reason that first edition borrows much 
from Great Depression-era American “gentlemen of 
the rails” experiences, with Pyros-marked road person 
trail signs and a general feeling of living at the mercy 
of whomever was around the next bend. 

The age of most Prometheans is up for debate. 
First edition is ambiguous on the matter, talking 
about how sojourns into the Wastes can extend a 
Promethean’s time on the Great Work, but there 
are few hard numbers set down. 

Finally, the Created will almost inevitably forget 
their prior life if or when they achieve the New Dawn; 
this means they will rapidly dissociate from their prior 
relationships, wandering into the world anew. This can 
lead to significant difficulties integrating into modem 
society, so many throngmates look out for their suc¬ 
cessful colleague for months afterwords. 

Media Influences: Edward Scissorhands , Equilibri¬ 
um , The Iron Giant , The Island of Dr. Moreau , L ogans 
Run , Metropolis (both the Fritz Lang classic and the 
Tezuka anime), The Terminator , and THX 1138 

Game Design Advice: First edition Trans¬ 
mutations are rated according to dots, and work like 
other CofD powers, with rolled successes determin¬ 
ing effectiveness. They do not need to be purchased 
in sequence, instead representing increasing amounts 
of effectiveness. Promethean powers vary wildly in 
both theme and power, 

Bestowments are relatively unique, but can be 
purchased and repurchased. There is no real differ¬ 
ence between Refinements in terms of complexity, 
but some are more equal than others. 

Athanors, in this edition, represent a sort of 
u z-splat” or extension of playstyles. They offer a num¬ 
ber of unique benefits, including some effects in case 
a character can keep after achieving the New Dawn. 
Keep in mind that many of these effects, though 
unique, won’t be relevant in a post-Promethean 
campaign; their best purpose is to provide story hooks 
to the Storyteller in order to guide a player character 
through the Pilgrimage more effectively. 



Lead tot© Hold 
(Ptemetteam: lie (Okeatad 
Second BdltLcm) 

Cursed by the world, yet there is beauty and 
salvation found in the small places, if one looks. 
The road is a harder walk, but the journey is made 
easier by companions. 

Tone: While it encompasses the same themes, 
second edition Promethean strikes a more hopeful 
tone than the previous, bleaker edition — despite 
it being easier to ultimately fail at the Great Work. 
Prometheans are dramatically hardier and stronger 
than before, yet ultimately possessed of idiosyncratic 
powers. Their list of enemies extends beyond Pan- 
dorans and the generalized hatred of humanity, for 
mortal alchemists hunt Prometheans for their vitriol 
and their Pyros, seeking an easy shortcut to divine 
power. 

Disquiet and the Wasteland effects are dramat¬ 
ically lessened, and can be managed, though never 
comfortably. Prometheans often inhabit Roles and 
take on different aspects of their Refinements in 
order to avoid the dreaded pressure of Disquiet. Re¬ 
finements have themselves been refined into Basic 
and Complex, representing the difficulties of grasping 
them, and characters are urged to adopt multiple 
Refinements over the course of the Great Work. 

Where second edition differs most radically is 
within the subtle elements of Promethean existence. 
Athanors are transformed from individualistic and 
animalistic expressions of humanity into sensations 
and life lessons locked within Pyros, keyed open by an 
experience or a specific password. All Prometheans are 
linked by an Azothic record, a universal Promethean 
experience that inhabits the soul of all but Extempore 
(who may gain access by being in a branded throng). 
Thus, Lineage traits and stereotypes are more reason¬ 
able to pass along, ingrained within the Pyros as they 
are. However, second edition Promethean emphasizes 
that while the generative act is still a necessary mile¬ 
stone to complete the Great Work — a Created must 
create and contribute to the world to be fully human 
— this no longer means explicitly creating another 
Promethean, but can be fulfilled by teaching personal 
variations of Complex Refinements, by creating a 
major Athanor, or some other act that transmits some 
element of the character to the world to last beyond 
the character themselves. 


200 







The tone is less bleak than first edition, though the 
struggles of the Created are greater. The Great Work 
can fail more easily, and things such as Jovian Athanors 
tempt Prometheans from the proper path. The Refine¬ 
ment of Flux isn’t a valid way to achieve humanity, but 
an explicit failure state of reveling in being a monster 
while denying the chance to be human. Furthermore, 
achieving the New Dawn allows a Promethean to either 
retain much of their memories, or to be integrated into 
the world fully with a final transmutation. 

This edition emphasizes the humanistic themes of 
Promethean. Transhumanism and the impulse to rise 
above humanity are eschewed; being human itself is a 
wondrous and rare state, capable of noble reason and 
unbounded faculty. Lastly, second edition emphasizes 
the uniqueness of Prometheans, even from one anoth¬ 
er. With a number in the low hundreds worldwide, it 
can be difficult for Prometheans to run into one an¬ 
other, but the ones who do come not only from mythic 
Lineages, but from inanimate objects or nature itself. 

Themes: Humanity in all the myriad ways; pow¬ 
er, pride, and failure; the various roles that all humans 
play and hide their true selves with. 

Setting Advice: Transient chronicles with the 
classic Lineages are still the default, but everything 
save Zeky (nuclear Prometheans) are in the core 
book, and the branded throng mechanics make stay¬ 
ing in one location easier. Locations should present 
at least one dramatic situation of inequality; Pro¬ 
metheans typically gravitate towards the oppressed 
or marginalized, and thus have a unique view of the 
situation. Mages might spend decades or centuries 
studying it without hard conclusions. 


The steps of the Pilgrimage are well-known; try 
to build locations and characters along a defined 
path that will meet and achieve (or fail) at each step. 
Remember that moving to the Refinement of Flux is 
a Pilgrimage dead-end, even if it isn’t a narrative one. 

Prometheans don’t generally interact with the 
larger Chronicles of Darkness, due to their relative 
rarity and their tendency to be bound to the material 
world. There are exceptions; the Ulgan can see and 
interact with spirits, certain Promethean powers 
establish kinship with angels and demons, and every 
Promethean who dies finds themselves at the Rivers 
of Death in the Underworld. 

Media Influences: Penny Dreadful (television) and 
Herbert West: Re-Animator (film); Pinocchio (fairy tale); 
Fullmetal Alchemist (anime); Isaac Asimov’s I , Robot . 

Game Design Advice: Transmutations have 
changed dramatically; now each Transmutation is 
grouped into four Alembics, themselves with three 
power levels each that are discrete powers themati¬ 
cally related to one another. They are “charged” by 
Pyros expenditure, and remain active so long as they 
are charged. Which Alembics a Promethean has 
at any one time are highly variable, dependent on 
how many Roles and Milestones they’ve completed 
on their chosen Refinement. This leads to dramatic 
changes in a Promethean’s given capabilities at any 
one time, meaning that a few stories may lead to what 
was once an easy challenge posing a deadly threat to 
the characters. 

Remember that the New Dawn is an achievable, 
and desirable, end for a Promethean chronicle. A finite 
planned story and character arc are entirely possible. 
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Themes and inspirations 


Demon: the Descent is meant to interact with and co-exist 
alongside the “blue book” setting of the God-Machine Chronicle, 
inspired by gnostic philosophy and spy novels in the vein of John 
le Carre, Demons were forged in the image of a God-Machine, an 
inscrutable and vast mechanism that underpins the cosmos and 
controls much of the Fortean phenomena of the Chronicles of 
Darkness universe. Once, they were loyal, but they faced an order 
they couldn’t abide. Instead, the Unchained chose to Fall, absorbing 
the facade of humanity the God-Machine gave them and becoming 
something more and less than they were. The demons now wage a 
secret war against angels, seeking Hell and an escape from torment. 
Like other Chronicles of Darkness lines, it has no metaplot. 

Externally, Demon gives us espionage horror . The Unchained 
are locked in a Cold War with the God-Machine, unable to take 
it hot without being utterly destroyed. They are hunted by angels 
and rogue demons, technognostic secret agents waging a war for 
souls and identity, struggling to maintain their own personhood 
underneath all the lies they’ve stolen. 

Internally, it gives us the horror of freedom. The Unchained are 
completely in control of their own actions, albeit being forced to 
react the machinations of the God-Machine. They have lost their 
purpose, and must find a new one amongst their fellows, many of 
whom rebelled and Fell for very different reasons. 

Demon has only one edition, fully compatible with the 
God-Machine rules set and any Chronicles of Darkness games 
that have been updated to second edition rules. 

Demon’s core themes and setting revolve around this spy- 
vs-spy motif. Some suggested media inspirations include: John 
le Carre’s Karla Trilogy ( Tinker, Tailor, Soldier, Spy , The Honorable 
Schoolboy , and Smiley’s People ); Neil Gaiman’s “Murder Mysteries” 
(comic); Mike Carey’s Lucifer (comic); Cabin in the Woods (movie); 
The Wachowski’s Matrix Trilogy (film); Person of Interest (televi¬ 
sion); and The Sarah Connor Chronicles (television). 
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Reign in Hell 


(Demon: The Descent) 

Under cover in a hostile land, stalwart agents must undertake 
their self-appointed missions in the face of enemy action. 


Tone: The line between flesh and spirit is rent in circuitry. 
Weird servitors conduct bizarre rituals in decaying office buildings to 
propitiate a machine god. Every demon has their own agenda (and 
Agenda), whether it is to build their own fief, return to the God-Ma¬ 
chine’s service on their own terms, or destroy the creator they loathe. 

The God-Machine is slow to react, but it works on a long-term 
scale. Its plans cannot be defeated, but it can be foiled and stymied at 
every turn. The technognostic underpinnings of the God-Machine 
are pervasive, and extend throughout history; it is a technological 


aesthetic between clockwork and quantum, and this same aesthetic 
applies to demons and angels, regardless of the time period. 

Mistmst is pervasive: of motives especially, but even of relation¬ 
ships within the player group. One Agenda, the Integrators, openly 
wants to reunite with the God-Machine under favorable circumstanc¬ 
es. The Unchained take an openly predatory, crossroads-demon-style 
approach to bargaining with humanity; they steal parts of lives in order 
to shield themselves from the prying eyes of angels. 

Themes: The fear of constant surveillance; the feeling of 
omnipresent doom; struggling against a mysterious, inscrutable, 
and implacable foe; the untrustworthiness of your allies and the 
sympathy for your enemies on the other side. 

Setting Advice: Demons are encouraged to form rings, even 
though they may be compromised by their fellows. They literally 
don’t have anyone else to turn to, and the God-Machine hunts all 
of them, and the enemy of their enemy is their friend. Any tmst 
that is established is tense, transitory, and eminently temporal. 

Demon chronicles work best within a single city, or across a 
geographic area that features contiguous Infrastructure. It can be 
difficult to deal with the changing identities of the player char¬ 
acters, especially if one of them Goes Loud. The Storyteller must 
allocate spotlight time to reinforcing the Cover identities and 
dealing with the various troubles they cause. 

The occult energies required by the God-Machine lends to 
esoteric or even nonsensical needs in order to keep Infrastructure 
running, so Storytellers are encouraged to keep Demon plots 
relevant and related to one another. What keeps Infrastructure 
humming ultimately isn’t as important as the supply lines it requires 
and the ability of demons to disrupt or suborn them. 

Demons are capable of interacting with nearly every element 
of the Chronicles of Darkness cosmology; the Rip the Gates Ex¬ 
ploit allows access to the Astral Realms, the Hedge, the Shadow, 
and the upper reaches of the Underworld. While more exotic 
realms are barred to them, demons are more capable of venturing 
alongside other game lines than most in crossover campaigns. Be 
aware of the vast amount of options available to demons. 

Game Design Advice: Many Embeds use Manipulation; 
this is unsurprising, given the themes of Demon, but take this 
into consideration when designing varied and manifold powers. 
Demon encourages the creation of new powers; design principles 
for Embeds are presented on pg. 124, Exploits on pg. 158, and 
general design principles and cheery advice on pg. 24 L 

Keep in mind that the quantum-clockwork aesthetic of 
Demon is a constant; some Exploits and Embeds may use slightly 
archaic technological motifs, such as radio towers or programmable 
punch cards, but the demons use the same high- and retro-techno- 
logical forms to their powers, no matter the time period. 

Demon is big on the number four; there are 4 Incarnations, 
and 4 Agendas, and 4 Keys in a demon’s Cipher. However, keep 
in mind the Pentagrammists and the Analyst Incarnation, which 
throw off the symmetry somewhat. 































mummy: 

IMurse 


THeihes and Inspirations 

Mummy: The Curse is inspired by classic stories 
of mummies and mummy fiction, but also of stories 
of colonialism, amnesia, and self-discovery. It has no 
metaplot. Instead, mummies exist along a long history, 
subtly guiding human civilization in accordance with 
the principles set down by the demigods who forged 
the Arisen at the dawn of civilization. First Edition 
sets mummies on a decisive path to breaking free of 
this eternal cycle of memory loss and regret. Second 
Edition focuses more on the eternal presence of the 
mummies and the historical import of their actions, 
and the sheer variation of humanity they’ve witnessed. 

Externally, Mummy gives us cosmic horror of being 
pawns in front of an uncaring universe. The Fate of 
Mummy drives the actions of the Arisen, and for 
all their glory and might, they are pawns of gods, 
slaves to the whims and vicissitudes of the cosmos. 
The Arisen, and to a greater degree their mummified 
cousins the Deceived, are enslaved to the great chain 
of existence, unable to free themselves from the twin 
currents of Sekhem and Memory. 

Internally, and related, it gives us the personal 
horror of senescence, of losing one’s self and memories 
to the ravages of old age and the fear of slipping away. 
Even with long centuries spent in sleep, mummies 
have lived more than any other being in the Chron¬ 
icles of Darkness, seeing all of human history with 


a mortal’s aching heart tempered by an immortal’s 
grim calculus. 

Mummies in First Edition are grim servants of 
the Judges who are eventually clued into the idea of 
breaking free; Second Edition Arisen have the en¬ 
tirety of their existences stretched out before them, 
experiencing time and the great flow of humanity in 
a non-linear fashion. Second edition is more explicit 
about what first edition kept implicit: purpose of 
the Arisen is to shepherd human civilization into 
patterns of rise, imperial phase, and fall, both so that 
no empire will overshadow the first and that the 
patterns of art conceived in Irem will continue to 
perpetuate. This in turn allows Sekhem, or cosmic 
creative energies, to flow into and empower relics, 
which are then sought out and sent down to feed 
the dark gods who created the mummies. Bereft of 
Memory, the mummies will continue this cycle for 
all eternity, unless they find a way to break it. 

Mummy’s core themes and setting remain large¬ 
ly the same; the differences are mostly a matter of 
emphasis on the non-linear experience of mummy 
existence in the second edition. The first edition 
also gradually unveiled the ultimate origin and se¬ 
crets of the Arisen in a dedicated chronicle and an 
in-setting book written by a rogue mummy known 
as the Heretic. Second edition tells you most of the 
deal up-front. 

















Some suggested media inspirations cover both 
editions, including: The Mummy (film, virtually any 
version, but especially the 1932 and 1999 versions); 
Quantum Leap (television series); Altered Carbon 
(Netflix series); Anne Rice’s Ramses the Damned; 
and Bram Stoker’s other famous novel, The Jewel of 
Seven Stars (book). 

Dreams of Huaiite 
(mummy: The Turse 
First Edition) 

We serve the Judges and impose order on the empires 
that arise in memory of Irem. We know these commands , 
even if we do not remember them. 

Tone: Mummy’s core book cover shows a styl¬ 
ized wadjet eye, half-buried in the sand. Intended 
as a symbol to ward off evil in the afterlife, the eye 
is also associated with immortality and clear sight. 
The former, mummies have in abundance; the lat¬ 
ter, they desperately lack. 

The first edition of Mummy assumes the players 
are as much in the dark about their characters and 
motivations as the characters themselves. Much of 
their history is obscured by a lack of Memory, and 
the Judges are figures to be trusted and served to the 
utmost. Only gradually do the players come to real¬ 
ize that the Judges are perhaps not the true Judges, 
and that their purpose is to cultivate civilization to 
produce relics that are then reaped for the benefit of 
the lords of death. 

Themes: The loss of memory and the journey 
of self-discovery; the struggle for dominance in a 
foreign land; the power of gods accompanied by 
gilded chains. 

Setting Advice: First edition posits that all 
the characters will be playing mummies, though 
the core rule book gives rules for playing cultists, 
Sadikh, and supernaturally-potent revenants. It also 
assumes that a character’s Guild, as one of their two 
most important traits, comes commensurate with 
social status in a nome and a worldwide community, 
maintained through cults, ancient tradition, and 


personalized relics that retain information without 
true Memory. Guilds have dedicated offices and it’s 
assumed that mummies occupy some place in the 
Guild hierarchy, jockeying for position as they rise 
from henet and arise during the Sothic Turn. 

Speaking of the Sothic Turn, while later sup¬ 
plements indicate that mummies were created both 
slightly before and for many years after the first cycle 
of Sothis, the core book indicates the vast majority 
of mummies arising in the year 2012. 

Very little of the Chronicles of Darkness cos¬ 
mology “plays nicely” with Mummy’s first edition. 
More clarity on the Arisen and their place in the 
setting can be found in the Mage-Mummy crossover 
Princes of the Conquered Land in the Dark Eras 
Companion, which talks a great deal about cross¬ 
over mechanics, but also the Arisen’s prohibition on 
entering the Underworld and Sekhem’s relationship 
with the other energies of the setting. 

It’s worth noting that Mummy antagonists 
are intended to be broadly sympathetic by design, 
both to make them interesting and to contrast the 
inherent colonial villainy of the Arisen. Amkhata 
are mutated animals, but they are still animals for 
all that, ultimately no more good or evil than the 
jackal or the elephant or the scorpion. Last Dynasty 
International exploits a resource to profit, yes, but 
they also work towards the betterment of humanity 
and do a lot of good in the impoverished parts of 
the world. The Shuankhsen are even more eter¬ 
nally slaves to a power far worse than the Judges, 
and suffered in life more than the Arisen ever did, 
rendering their rage understandable to the human 
hearts they so crave. And the Deceived cannot 
achieve Apotheosis: they are servants to either 
their half-destroyed Shan’iatu, or they are servants 
to Fate. Either way, mortality is denied to them. 

Finally, Apotheosis is assumed to be the default 
end of a chronicle, as mummies are meant to find 
the Heretic’s book and read it, internalizing the 
messages within. 

Game Design Advice: Alone of all the Chronicles 
of Darkness games, Mummy messes with the “target 
number”, or the number on the die required for a suc¬ 
cess. In all other games, the target number is 8, but in 
Mummy certain Soul Affinities can lower that number 

















to 7 or even 6 if they’re stacked together. Under no 
circumstances may it go lower. This is due to the influ¬ 
ence of Fate and the way things are just easier for the 
Arisen when they act in accordance with Fate’s plan. 

Conversely, Guild Affinities utilize more tradi¬ 
tional mechanics — namely, adding dice in order to 
improve the chances of succeeding at an action, or 
imposing dice penalties on someone else. As Guild 
Affinities improve and an Arisen garners access to 
them via ascension in Guild rank (see Guildhalls of 
the Deathless for the complete Guild Affinity list), 
they allow for more esoteric and specialized miracles. 


Utterances themselves are huge miracles, epic 
powers meant to frighten and demonstrate the mum¬ 
my’s power. Resist the urge to tone them down; they 
are meant to be overtly miraculous, with the Arisen’s 
principle of Sybaris causing bystanders and onlookers 
to correctly interpret them in a religious rather than 
purely rational sense. Keep in mind that a number of 
Utterances key off specific Guild secrets or special¬ 
ized physical phenomena that aren’t available to all 
mummies. Feel free to design local secrets, miracles 
gleaned from some physical element nearby in your 
chronicle — a mountain, a river, a sea. 



















Themes and Inspirations 

Geist: The Sin-Eaters is inspired by ghost stories 
and other tragedies, and by the ancient Appala¬ 
chian and Welsh legends of taking on the burdens 
and sins of the deceased by someone still living 
to allow the dead to pass on. It has no metaplot. 
Instead, ties together the group into a unit called 
a krewe, consisting of Sin-Eaters, mortals, and 
ghosts, trying to exist in the Chronicles of Dark¬ 
ness. While First Edition simply expects the 
Bound to live their lives to the fullest, Second Edi¬ 
tion features a preconceived narrative of fighting 
against the inherent injustice of death. 

Externally, Geist gives us existential horror of 
knowing what comes after death. The afterlife in 
either edition is not pretty, and the experience 
of being dead can be tortuous. Sin-Eaters in First 
Edition cleave to their short remaining lives and 
live them to the fullest; Second Edition Bound 
confront the myriad injustices of the Underworld 
with a grim and determined focus. 

Internally, it gives us the personal horror of 
morbidity, the pageantry of life in the face of the 
meaninglessness of death. Life will come to an end, 
and all life eventually results in sinking into an 
eternal black Ocean, the self disintegrating com¬ 
pletely and totally. 

Though similar, the editions focus on different 
aspects of the Sin-Eater experience, and that of 
ghosts. The chief difference is the idea in First 
Edition of ghosts being primarily a form of psychic 
echo, an issue that grants more primacy to the 
Bound as actors. Chronicles of Darkness Sec¬ 
ond Edition takes the unambiguous stance that 
ghosts are people; they think, they feel, they bleed 
(plasm, but still), thus rendering the Bound into 
liminal walkers between two worlds of people. 

Geist’s core themes and setting remain largely 
the same; the differences are mostly a matter of 
emphasis on the plight of ghosts. Some suggested 


media inspirations cover both editions, including: 
Greg Palmer’s Death: the Trip of a Lifetime; Tim 
Powers’ Expiration Date and Strange Itineraries; Ray 
Bradbury’s The Halloween Tree; The Sixth Sense; and 
Mama (an Andy Muschietti film). 

Be Merry, 

For Tomorrow We Die 
(Geist: The Sin-Eaters 
First Edition) 

Brought back from the brink with a Bargain, 
Sin-Eaters find meaning in resolving the shades of 
the living, and in exploring the realms of the dead. 

Tone: Geist’s core book cover is replete with 
keys, suspended in air. The theme of opening doors 
and walking across thresholds is one that pervades 
the game. The tone of Geist is one of lightness and 
the sublime joy to be found in the macabre: all 
sugar skulls and New Orleans funerals, parties and 
embodying the bon vivant. 

The first edition of Geist places a lot of emphasis 
on abmortals, who use destructive means to cheat 
death, are expressly antagonists and portrayed as 
somehow offensive to geists and the natural order 
of death. Here and there the game posits ways to 
play alternatives, but antagonism is the default. 

Themes: Maintaining the boundaries between 
life and death; finding joy in living life knowing 
what lies beyond; exploring the strange worlds 
beyond the living lands. 

Setting Advice: The first edition focuses on a 
new beginning for the characters, from what would 
be the end for most. Sin-Eaters typically gather in 
krewes, which can range from tiny gangs focused on 
a few city blocks to global-level death cults (though 
the book states that there is no real global culture). 
Little is said about Bound culture prior to the 20 th 
Century, but Dark Eras posits thriving Sin-Eater 



cultures as far back as the Three King¬ 
doms Era of Chinese history, along with 
modem concepts such as the Twilight Net¬ 
work — a ring of ghostly informants and 
death spirits — existing in perpetuity- 

The Underworld consists of the Depths, 
the Rivers, and the Dead Dominions. 

They are implied to have no end, and 
have many different forms, all guarded by 
ancient Kerberoi, Reapers are present, but 
rarely mentioned, and the name is restrict¬ 
ed to one of the Archetypes. The Ocean 
of Fragments is included in Book of the 
Dead, and is implied but not stated to be 
one of the lowest Dominions. 

Geists themselves have no true physi¬ 
cal presence in either the living or dead 
world, but many Bound give theirs a sep¬ 
arate identity within the shared Psyche. 
Others become extremely attuned to their 
once-human Geist, able to glean on a 
more personal level. This is reflected by 
the “power stat” of First Edition, Synergy . 
The Bound are themselves often the most 
recognizeable thing in the grim tableaux 
of the Underworld; most geists have aban¬ 
doned human morality in an attempt to 
thwart the Underworld’s gradual entropy, 
and the only thing Kerberoi (ancient 
ghostly guardians of Dominions) care 
about is the enforcement of the strange 
and amoral Old Laws. The Cthonians, an¬ 
cient gods of death in the Underworld, are 
hinted at but never expressly discussed. 

Media Influences: Grim Fandango and 
Persona 3 (video games); Dead Like Me, 

Six Feet Under , and Medium (TV shows); 
Christopher Moore’s A Dirty Job (book); 
The Prisoner (television series); F latliners 
and T hirl3en Ghosts (films). 

Game Design Advice: Take note that 
First Edition received extensive errata in 
the form of Geist 1.1; the edition variant 
can be seen on the title page. Characters 
themselves have Archetypes, defining how 
they relate to the nature of death and their 
rebirth. Geist archetypes are separated out 
into Thresholds, defining how the char¬ 
acter died and what Keys they may access 
more easily. Psyche is the power trait of 
the Bound. Geists themselves are strange 


entities; neither ghost nor spirit, but having 
characteristics of both; when designing 
them, be sure to play up their slight connec¬ 
tion to their now-lost humanity. 

The lost Manifestation of The Pit and 
the Stygian Key may both be found in 
Book of the Dead. Usage of one or both 
typically results in sins against Syner¬ 
gy, and thus they are difficult for moral 
Sin-Eaters to use with frequency. 

Two Souls, One Flesh 
(Geist: The Sin-Eaters 
Second Edition 

Death is brutal and horrifying, and only 
those who walk between both worlds can 
change it for the better. Can they succeed 
in changing the end, or will they fail and 
merely delay entropy’s inevitable victory? 

Tone: While it encompasses largely 
the same themes, second edition focuses 
more on the horror of the Underworld 
and the injustice done to the dead. Ghosts 
walk among us, unable to effectively 
communicate, and being blown through 
Avernian Gates whenever their anchors 
are lost. Second Edition explicitly states 
that ghosts have agency and feelings, even 
if the person the ghost originated from is 
still alive in some other form (near-death 
trauma and powerful Awakened magic can 
forge a ghost out of a still-living person). 
This means that ghosts are effectively 
unseen, unheard, and ignored by living 
humanity. And while the position that 
ghosts are people is an objective one taken 
by the book, not everyone in the setting 
sees things the same way. Besides mages 
and those few vampires who use a form of 
necromancy, a new primary antagonist for 
second edition are the Eaters of the Dead, 
mortals who use technology or magical 
means to consume Plasm in the same man¬ 
ner as Sin-Eaters. 

Much of the humor and emphasis on 
living life is bent towards correcting the 
injustices suffered while alive, and on re¬ 
solving the issues that ghosts leave behind, 
giving second edition a more somber but 
more hopeful feel. Even the Bound, though 


beings of horror, are more on the side of the righ¬ 
teous- Rather than opposing abmortals and Eaters 
of the Dead for reasons related to abstract matters 
of death or the natural order, Eaters of the Dead 
are opposed by Sin-Eaters because ghosts are people , 
and their exploitation is too naked and offensive to 
ignore- This absolutely casts the Bound in a more 
heroic light. 

Second Edition also places a much greater 
emphasis on krewes, making that one of the de¬ 
fault character options during character creation. 
Sin-Eaters are figures of two worlds, and krewes 
consist of not only the Bound, but also ghosts and 
mortals with supernatural Merits. 

Themes: Giving voice to the voiceless; standing up 
for the marginalized; power, privilege, and responsi¬ 
bility; the hope that doesn’t fade even after death. 

Setting Advice: Krewe chronicles are the 
default, rather than being optional or consisting 
mostly of the player character group. 

The Underworld is vast and mysterious, and 
ultimately different than in first edition- The river 
metaphor is heightened, with the Depths being 
occupied by refugee ghosts coalescing into shanty 
towns made of ruined detritus- The Rivers explicit¬ 
ly lead to banks with the Dead Dominions, implied 
to be failed remnants of past krewes attempting to 
reform the Underworld and failing- All the Riv¬ 
ers lead to the Ocean of Fragments, which is the 
absolute bottom of the Chronicles of Darkness 
cosmology and the Underworld in second edition. 

Reapers are much more present, and implied 
to be serving the will of Chthonian or dead gods. 
They frequently harass krewes and the dead in the 


shantytowns of the Underworld- Eaters of the Dead 
are antagonists of the living world, albeit ones 
focused entirely on the dead- Abmortals have been 
folded in among their number. 

Finally, Geist Second Edition has an explicit 
end game, in the form of Catabasis, Catharsis, and 
Cabeiros- Chronicles are meant to move towards 
one of those three ends, as the injustice of the 
Underworld becomes more untenable and harder 
to ignore- 

Media Influences: Seanan McGuire’s Sparrow 
Hill Road (book); Paranorman (film); The Lost Room 
(film); Coco (film); Mark Z. Danielewski’s House of 
Leaves (book). 

Game Design Advice: Synergy is both morality 
trait and power trait in Second Edition, meant to 
dial up and down depending on the power of the 
geist and the Bound- Rather than Archetypes, 
Sin-Eaters have Burdens; rather than Manifesta¬ 
tions, Sin-Eaters have Haunts, which are strength¬ 
ened and defined by Keys- Geists can be separated 
temporarily from the Sin-Eater, allowing them to 
unleash an uncontrolled spiritual being of powerful 
Rank on their foes. 

Keep in mind that krewes have an entirely new 
system, and themselves advance like characters 
— garnering experience, taking their own special 
Merits and Conditions, and working together to 
fulfill the aims and goals of the player krewe. 

Finally, ghosts are playable, in the form of the 
Absent. Keep their special mechanics in mind, and 
how they differ from standard ghosts in the form of 
Memories and special Merits- 
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changeling 


THE LOST 


THEMES ANP W5FIRATION5 

Changeling: The Lost is inspired by fairy tales and 
folklore, ancient myths of mysterious spirits tricking 
humans and stealing children, and modern tales of 
people visiting strange lands that change them forever, 
or escaping terrible situations and defying those who 
perpetuated them. Like the rest of the CofD, it has no 
metaplot. Instead, it has a framework for regional com¬ 
munities of Lost who escaped the True Fae; a plethora 
of eerie fae creatures to bargain with and wondrous, 
dangerous places to explore; and a heaping helping of 
pathos as characters try to find themselves again after 
the Fae took everything. It’s a juxtaposition of the 
enchanting and grotesque, where dream and nightmare 
collide. Write with prose that is beautiful and bitter¬ 
sweet, with an undercurrent of modern and personal 
horror. Reading a Changeling book should feel like 
getting lured into the words. 

Externally, Changeling provides the horror of survivor 
stories . A changeling survived and escaped captivity; re¬ 
gardless of how lovely her durance was, it was still slav¬ 
ery, and no gilded cage is worth it. She lives in defiance, 
but also in fear — her Keeper wants her back, and the 
Wild Hunt is limitless. They will find her, and she must 
cope with that threat for the rest of her life. Mortals 
and fae both try to convince her that her experiences 
are false, that she shouldn’t believe in faeries or want an 
earthly life. Internally, it provides the personal horror of 
loss. Her fetch takes over her life, her loved ones don’t 
even know she was gone, and she’ll never again be the 
person she once was. She forges a new identity and 
niche, and though that can be freeing, it can also be 
terrifying and tragic. Changelings are at their best when 
they’re not alone, but it’s hard to trust again. They’re 
eternal outsiders, isolated by nature and their scars from 
everyone but each other. Changeling courts are about 
three things: community, protection, and coping with 
shared trauma. 

Important note: This is a horror game, but we write 
it with empathy . Take the fact that it’s about survivor 


stories very seriously. Sometimes, it’s an obvious allego¬ 
ry for abuse and trauma, so don’t write things that will 
hurt players who have personal experiences with those. 
Do remember that Changeling gives voice to those 
kinds of experiences, and can help those players when 
written with respect and from a place of compassion. 
Not everything is or needs to be a metaphor, though — 
the wicked witch isn’t necessarily mean old Mrs. Gulch! 
Just be conscious of what she could represent to a reader. 

Changeling’s two editions focus on different aspects 
of the same Lost experience. We don’t expect you to 
necessarily adhere to one or the other — feel free to 
combine their elements. The core themes and setting 
remain largely the same; the differences are mostly a 
matter of emphasis. Thus, some suggested media inspira¬ 
tions cover both editions, including: Grimm’s Fairy Tales; 
world folklore and mythology; Jonathan Strange & Mr. 
Norrell by Susanna Clarke; many Ray Bradbury works 
including Something Wicked This Way Comes , Dandelion 
Wine , and The October Country; anything Neil Gaiman, 
especially Coraline, MirrorMask, and Neverwhere; Labyrinth 
and American Beauty (films); and Fables (comics) and the 
video game based on that series, The Wolf Among Us . 

Beautiful Map.nf.s.s 

(CHANGELING: THE LOST 

First Edition) 

Lost in fantasy, you straddle the line between the real and the unreal, 
and must indulge both to keep from losing your sanity and yourself '. 

Tone: Changeling’s first edition is rich with nostalgia 
and reverie, drawing from heady tales of otherworldly 
folk living at the world’s fringes. The cover depicts a 
moth impaled on a sharp thorn amid countless brambles: 
the strange and wondrous draws changelings like moths 
to flame, no matter how it bums. Chronicles are slow, 
elegant declines into a dreamlike loss of self and sanity. 
Even if a changeling holds onto Clarity, the longer she 
lives and the more power she acquires, the more Fae she 
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becomes- Memories of her human life draw her home, 
but her fetch and her durance’s lingering effects ensure 
that memories are all they’ll ever be- First edition is often 
bleak, though it conceals its bleakness under a veil of 
beauty and temptation; you’ll fall from grace and fall in 
love- It hearkens back to faeries as cautionary tales of old. 

Supplements introduce new subsystems (like talec- 
rafting), settings (like Victorian Lost), and antagonists 
along symbolic seasonal themes. The Hedge is a hungry 
and hostile place for non-fae, and even changelings are 
discouraged from lingering there. The edition provides 
few definitive answers, preferring to give options and 
leave the specifics to the Storyteller. The core is rooted 
in the modern fairy tale; the supplements explore 
stranger territory, leaning more toward pure fantasy 
horror than urban supernatural horror. 

Themes: Becoming your enemy; losing yourself piece 
by piece; balancing two worlds; finding your way home; 
nostalgia and memory; courtly intrigue that recreates 
Arcadia on Earth; beautiful madness and enthrallment 
to fantasy in the modern world; melodrama; nobility; 
romance. 

Setting Advice: The Lost’s alien perspective separates 
them from humanity, but they’re usually not malevo¬ 
lent; the Gentry represent “unseelie” ancient terrors 
and malicious tricksters, while changelings represent 
“seelie” Good Folk who watch over mortals, even if they 
also have dark sides or payments to collect. Clarity loss 
results in derangements resulting from swinging too far 
toward either the human or fae side of a changeling’s 
nature, and mortals are often represented more as Glam¬ 
our banks and pawns than peers. 

The Wyrd is a force of narrative, as the Gentry derive 
identity and power from human stories, and archetypes 
define a being’s fate in their realms. Without certain 
established patterns, they wouldn’t survive. They fight 
among themselves and enslave humans as an existential 
imperative that keeps them from fading away — con¬ 
flict creates a story. Mythic, dreamlike logic and the 
power of an individual’s perceptions rule Arcadia. 

Changelings recognize fairy tale patterns in their lives, 
and fae magic can manipulate the narrative directly. 
Noble orders provide another layer of community and 
intrigue, bestowing titles that elicit respect from the Fae 
and boost one’s standing above erstwhile peers. Pledges 
reinforce the Wyrd as a definition of self in relation to 
others, according to tropes. Changelings act increasingly 
more like Gentry as they engage in courtly machinations, 
ensorcel mortals, and gain power; their inevitable fate 
as they reach the heights of Wyrd is to become Gentry 
themselves, unless they manage to fight it. But denying 
their fae side depletes Clarity, forcing a choice between 
equally terrifying ends. Every rose has thorns. 

Media Influences: Pierre Dubois’ fae “bestiaries;”; 


Fairies by Brian Froud; Pans Labyrinth (film); The Stolen 
Child by Keith Donohue; The King of Elfland's Daughter 
by Lord Dunsany; “Erlkonig” by Goethe and “The Sto¬ 
len Child” by W. B. Yeats (poems); “Tam Lin” (tradi¬ 
tional ballad); Gormenghast (series) by Mervyn Peake 

Game Design Advice: Many mechanics are either 
open-ended or highly customizable, leaving specifics to 
the troupe to reflect the setting’s huge array of options. 
The structured system of variables that governs pledges 
grants significant game benefits, allowing players to 
stack and combine their effects. This edition encour¬ 
ages the Storyteller to play fast and loose with the rules 
when creating antagonists, fantastical locations, and 
other aspects of Storytelling to keep things weird, but 
always within guidelines to avoid being arbitrary. 

Contracts break down into clauses, with each clause 
as one consecutive, dot-rated power in a thematic 
category. Thus, individual clauses can be fairly narrow 
in scope and effect. Goblin Contracts have dot ratings 
also, but aren’t bought consecutively. They’re dou¬ 
ble-edged swords, potent but flawed, and each comes 
with a price a character pays with every invocation; this 
represents the dangerous temptation of quick-and-dirty 
routes to power. 

Dost anp Founp 

(CtfANCEJJNC: THE LOST 

$ejconp Ephton) 

You fought with courage and cleverness, and took yourself 
home. Now the horror and the beauty are yours, to have and 
to hold and to live. Welcome to once upon right fucking now. 

Tone: While the same themes apply from first edi¬ 
tion, second edition focuses more on survival — literal 
and emotional — as its own reward, and a changeling’s 
journey to decide who and what she’ll be, regardless of 
what others try to make her. She can chase power and 
fantasia, but just living life is as valid an aspiration. 
Everything you write should come back to how it affects 
changeling characters personally, from what courtiers 
do all day to the weirdest, wildest Hedge locations. The 
horror is in the struggle; you are encouraged to become 
more Fae, and you cant go back to your old life, and the 
Wild Hunt is always nipping at your heels. But during 
the uphill battle to overcome these horrors, the bits in 
between are life, and hope lives there with you. The 
tragedy of loss isn’t inevitable, but its fingerprints are a 
constant companion you learn to live with. The tone is 
bittersweet defiance, longing and self-actualization, and 
reclaiming your life. 

Beautiful madness is still relevant, but use the word 
“madness” with deliberate care. Clarity doesn’t measure 
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sanity, and madness is not a synonym for mental illness; 
if you write about trauma and mental illness, portray 
them accurately with compassion for real people who 
suffer them. Clarity measures resistance against others 
making a changeling doubt the truth of her experiences, 
or warping them to manipulate her. Given her unusual 
life, her firm Clarity is often “madness” to others. High 
Clarity lets her trust wholeheartedly in herself rather 
than let others define reality for her. 

Themes: Beauty + agony; clarity + madness; lost + 
found; modern twisted fairy tales; defiance; taking own¬ 
ership of your life and past; community and separation; 
reciprocity and everything having a price; bittersweet 
hope; finding romance in survival; freedom is necessary 
and wonderful, but scary 

Setting Advice: The Wyrd is a force of reciprocity. It 
ensures that anyone who gains something pays for it, and 
anyone who breaks their word makes restitution. Fae make 
deals and swear oaths because if they don’t define terms, 
the Wyrd will. Although the fae adopt elements from 
mortal narratives, they’re not governed by story as an inde¬ 
pendent force; the setting is genuinely a fairy tale universe. 
The giant isn’t tricked into becoming a mouse because 
that’s what happens to giants — he’s legitimately taken 
in by the clever cat-Beast. The tapestry people call “fate” 
is the sum total of rules, pledges, and promises — mystical 
and mundane — pervading both worlds, including long- 
lost prophecies, inherited agreements, and age-old pacts. 

Ground the grand fantasia firmly in the here and 
now. Touchstones require changelings to cultivate 
real relationships with non-fae to stay grounded. Most 
antagonists are relatable if not outright sympathetic; ul¬ 
timately, everyone — from the relentless Huntsman, to 
the sly hobgoblin, to the traitorous loyalist — is a vic¬ 
tim of the Gentry. None of that excuses their behavior, 
but it can make decisions difficult and may offer alterna¬ 
tives to violence or endless flight. The True Fae can’t 
escape responsibility for their atrocities, either: they’re 
capable of almost anything, but their solipsism and nar¬ 
cissism lead them to predation and acting on their every 
selfish desire. Only a small percentage of the Others are 
Keepers, though, and many fae lead full, complex lives 
of their own without ever interacting with humans. 

The Hedge is a place of wonder and terror. It lures 
and tempts as much as it frightens and harms. It’s the 
deep dark wood and the lush fairy glen, and should 
always be a place players have incentives to explore; the 



Hedge, like the Lost, straddles the worlds, so they feel 
somewhat at home there. Dreams are an avenue for sub¬ 
tle manipulation, spying, and exploration to find weird 
things you can’t get anywhere else. The Gentry, mean¬ 
while, plunder human dreams for bits of their psyches as 
baubles for their treasure hordes. They don’t need human 
imagination, but such things fascinate them. 

Changelings don’t become True Fae by default, 
though they do become stranger and more splendid as 
they grow in Wyrd. Heading down the path toward 
Gentrification is a conscious choice, and takes some 
doing. Entitlements are more individualized to give 
changelings an alternative to court life and provide a 
sense of dignity and glorious purpose that’s theirs alone, 
while maintaining a connection to others like them. 

Media Influences: Alice’s Adventures in Wonderland 
and Through the Looking-Glass by Lewis Carroll (and 
related media); The Wonderful Wizard of Oz and Ozma of 
Oz by L. Frank Baum (and related media); Once Upon a 
Time (television series); Over the Garden Wall (minise¬ 
ries); Jessica Jones season 1 (television series); Star Trek: 
First Contact (film); Revolutionary Girl Utena (anime); 
Inception (film, for oneiromancy) 

Game Design Advice: This edition reinforces its 
themes through systems as follows: Clarity is damaged 
and healed often, and falling to zero Clarity isn’t the 
end for a character; prominent mortal characters are 
fae-touched rather than ensorcelled, with a place in 
changeling society and promises as their operative 
thematic cornerstone; simplified pledges function not 
as a route to power but as a tool for manipulation, social 
pressure, and building fateful connections; and Goblin 
Debt incentivizes players to get characters in over their 
heads by wheeling and dealing with hobgoblins, poten¬ 
tially becoming Hedge denizens for a time. 

Mechanics should encourage characters to approach 
things sideways rather than head-on, come up with 
clever uses for their abilities, and work together. Noth¬ 
ing ever comes without a price and very little is com¬ 
pletely straightforward, but make sure the price creates 
stories and drama rather than shutting them down or 
punishing players for using the power or system. Award¬ 
ing Beats to players for deliberately getting their char¬ 
acters in trouble is a time-honored CofD technique, so 
feel free to use it liberally. 

For guidelines on writing new kiths, Mantles, and 
Contracts, see Chapter Seven in the Changeling 2e 
core. For guidelines on designing new tokens, see Chap¬ 
ter Four in Oak, Ash, and Thorn. 
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BEAST: 


THE PRIMORDIAL 


THEMES AND 
INSPIRATIONS 


Beast: The Primordial is inspired by classic myth¬ 
ological tales of monsters. Like other Chronicles of 
Darkness lines, it has no metaplot. Beasts have no 
soul, but an endless and yawning hunger, yoked into 
the primordial nightmares of humanity. 

Beast’s external and internal horror is highly similar; a 
Beast is a villain of the tale, the creature in the dark, 
the enemy of the righteous. Externally, they face an¬ 
tagonism from Heroes and from the fears they evoke 
in others, embracing their metaphorical role of lesson 
as they embrace the literal role of monster. Internally, 
they struggle in finding purpose in the face of their 
animalistic Hunger, justifying their actions as im¬ 
parting valuable lessons or as necessities to maintain 
family. Uniquely, this emphasis on family means that 
Beasts regard the other denizens of the Chronicles 
of Darkness as kin to varying degrees. Several Beast 
powers and themes revolve around this conceit. Beast 
is, in many ways, an ideal crossover game; a single one 
of the Children may lend their themes and powers to 
any other Chronicles line, providing an element of 
outside context, a different set of supernatural powers, 
and thematic reinforcement via acting as a foil. 

Beast has a degree of transgressive appeal to it; it 
is ambiguous as to whether the Children were ever 
properly human, in that the Devouring is a seamless 
match to a soul. Despite the lack of overt transfor¬ 
mations, Beast lends itself to games of emotional 
and psychological manipulation, with visceral visual 
horror and lurid descriptions within Nightmares. 

Beast has only one edition, fully compatible with the 
God-Machine mles set and any Chronicles of Darkness 
games that have been updated to second edition mles. 

Beast’s core themes and setting revolve around accep¬ 
tance of innate inhumanity and the contrast with the 
humans around the monster. Some suggested media 
inspirations include: Bill Willingham’s Fables (comics); 
Beowulf (classics); Beauty & the Beast (any classic or Disney 
version); Feast (filk); Being FLuman (television), Nightbreed 
(film); and Alan Moore’s run on Swamp Thing (comics). 


A BEAST I AM, 

A BEAST I’VE BECOME 
(BEAST: THE PRIMORDIAL) 


Bound by shared hunger and the ties of family, monsters attempt to find mean¬ 
ing in their avarice and forge a permanent legend within the mind of humanity. 

Tone: The border art for Beast is of a toothed maw. Hunger per¬ 
meates the book, a base need without meaning that Beasts search 
for. Bereft of innate meaning, the Children must create their 
own. This Hunger and the accompanying Horrors are ancient, 
coloring the dreams and nightmares of humanity stretching back 
into antiquity. Unlike vampires, who are also partially defined by 
hunger and fear but also by adoption of a specific temporal culture, 
the Children are timeless. 

Beasts typically work towards the Inheritance, the full realization 
of their legendary self. Each Beast represents a different type of 
primeval fear, with Heroes representing a corresponding fear of the 
self and the capacity for monstrosity within. This manifests slightly 
differently than the horror of other Chronicles lines, and crosses 
over into stark terror at moments. Beasts have to feed, after all. 

Themes: No neat little boxes; you don’t choose your family; to 
thine own self be tme; the world is a weird and dark one; villain 
is a matter of perspective; kinship is easy to find if you look, no 
matter how strange you are. 

Setting Advice: Beasts are solitary, though the core book provides 
guidance for playing in a family group of them. They rest within 
their Lairs and orient themselves around the Apex of their area in 
the mundane world, whether it is one of the Children or not. 

Beast games typically treat one or more of the other Chronicles 
lines with some degree of prominence (save perhaps Hunter, but 
then again Heroes might work alongside those who keep the Vig¬ 
il), so a working knowledge of those lines and a written-in degree 
of interoperability is recommended. 

Thus, anchoring along the themes of the secondary game is 
recommended. Beasts are singularly threatened by Heroes, but 
anyone the woods are lovely, dark, and deep, and may hide any 
manner of monster. 

Game Design Advice: As the core book suggests, don’t get 
overly concerned about game balance when designing Horrors, 
but be focused around the needs of crossover. Beasts should be 
able to fill gaps that their kin cannot, but this diversity shouldn’t 
be an immediate win for other games, or something that 
short-circuits conflict and drama in the name of expediency. 
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Themes and Inspirations 

Hunter: the Vigil expands upon the “blue 
book” mortal characters, meant to interact 
with and co-exist alongside the different 
creatures within the Chronicles of Darkness 
universe — some of which are potential pro¬ 
tagonists of other gamelines* Hunters orga¬ 
nize on three levels, called Tiers: hunter cells 
(small groups working more or less alone), 
regional compacts (groups of hunters who have 
a presence within the region and may be able 
to expand outwards, providing support to indi¬ 
vidual cells), and the national- or global-level 
conspiracies* Compacts provide resources and 
support to members who hew to their agenda, 
whereas conspiracies provide Endowments — 
supernatural powers or high-tech tools that 
level the playing field when you’re hunting 
monsters* Hunters choose to adopt the Vigil , 
an alternative code of morality that slowly 
robs the bearer of their humanity, in order to 
properly hunt the night* Like other Chronicles 
of Darkness lines, it has no metaplot* 

Externally, Hunter gives us visceral horror * 
Hunters are driven by urges bordering on the 
inhuman to take vengeance upon the creatures 
in the darkness, and this vengeance is rarely 


clean and neat* Bullet jackets rattle upon the 
ground, cordite wafts through the air, and all 
manner of viscera decorates the walls of a hunt¬ 
er’s city* 

Internally, it gives us inhuman horror * Hunters 
are forced into immoral actions, to associate 
with those they find distasteful or to goals 
beyond themselves, or to alter their bodies and 
tactics with abilities beyond the norm* Some 
hunters may fear that they’re more monstrous 
than those they hunt* They may be right* 

Hunter has two editions* The first edition 
supplement Mortal Remains contains rules that 
“patch” the game to be fully compatible with 
the God-Machine rules set and any Chronicles 
of Darkness games that have been updated to 
second edition rules* Mortal Remains contains 
information on hunting Sin-Eaters, change¬ 
lings, Prometheans, mummies, and demons, 
while Tooth and Nail covers the hunting of 
Beasts* 

Hunter's core themes and setting revolve 
around a feeling of the underdog taking on the 
darkness* Some suggested media inspirations 
include: Supernatural (television); The X-Files 
(television); The Walking Dead (comic and 
television); Silent Hill (video game); Hellblazer 
(comics); and Children of Men (movie)* 





HUNTER : THE VIGIL 





A Candle in the 
Darknhess 


to internecine squabbling, or worse, become 
cancer cells — hunter groups infiltrated by the 
very beings that they hunt. 

Themes: The lights in the shadows; the pow¬ 
er and fragility of humanity; the inhumanity of 
the hunt. 
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the game is visceral horror and mystery: these 
two elements work in tandem to drive hunters 
towards the Vigil, 

You are outnumbered, but not alone. Hunters 
find others to carry the Vigil with them, to step 
outside the protective ring of torches and hunt 
those in the darkness. But not everyone gets 
along well, and hunters find that the obsession 
needed to successfully hunt doesn’t make for 
a faithful companion. Many hunter cells fall 


Chronicles of Darkness, but likewise assumes 
that hunters themselves do not fully understand 
the beings they hunt. Vampires may not work 
the same way as the Kindred of Vampire: the 
Requiem, nor might will-workers be the same 
mages found in Mage: the Awakening, 
Consequently, paranoia infects many hunter 
groups. Hunter cells are fairly free, but are lim¬ 
ited in resources and generally restricted to one 
binding desire — keeping the Vigil, nothing 
more and nothing less. Compacts, by contrast, 
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have resources and structure, but require the 
hunters to buy into a specific philosophy or 


Hunter compacts typically grant specialties 
with the first dot of Status, an extra Ability dot 


raison d’etre. Conspiracies have the greatest 
number of resources, including Endowments, 
but require the hunters to give up their freedom 
and mortal lives almost fully. 

Game Design Advice: Don’t assume or 
design creatures that work the same way they 
do in other Chronicles of Darkness games; 
not only will this throw off the characters, it’ll 
throw off players who assume they know what 
they’re dealing with. Instead, keep your aes¬ 
thetic locked to Hunter, and don’t allow for 
crossover (save, perhaps, Banishers from Mage 
or Heroes from Beast). 


with the third dot of Status, and a two- to three- 
dot Merit with the fifth dot of Status. However, 
other compacts might give experience breaks on 
certain Merits, or even provide alternate ben¬ 
efits. Conspiracies should have Endowments, 
typically purchased as Merits themselves. When 
designing Endowments, decide whether they’re 
groups of separate powers (like Benediction or 
Castigation), separate Merits (like Advanced 
Armory), or grant benefits that ascend with dots 
(like some of the powers wielded by the conspir¬ 
acies in Mortal Remains). 



WORLD OF DARKNESS SPECIAL THANKS: 

“Santa” Steve &. Stu, Mark, Andrew, Jennifer, Rob, Justin, Bill, Ethan, Phil, Jesse, Dansky, Ed, Ian, 
Bates, Rich T, Ken, Chris, Brian, Fred, Josh, Ben, Brad, Conrad, Larry, Aaron, Aileen, Carl, Chaney, 
Louvie, Paul, Chad, Katie, Pauline, Kathy, Rebecca, Krause, Dean, Matt, Cynthia, Travis, Wes, Greg, 
Mike T & everyone that had a hand in creating the World of Darkness and made the magic that was 
White Wolf Game Studio. 



Exalted Special Tfjapks 

Robert Hatch, Geoffrey C, Grabowski, John Chambers, Robert Vance, Eric Minton, Brian Glass, 
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Justin Achilli, Rose Bailey, Bill Bridges, Dave Brookshaw, Meghan Fitzgerald, Will Hindmarch, Ethan 
Skemp, CA Suleiman, Richard Thomas, Stew Wilson, Chuck Wendig, and everyone at Onyx Path 
Publishing and Darker Days Radio. 


To our dear founder, friend, and mentor. 
You are missed. 


I 



i 




gmmm. M 


STEWART WIECK 


1968-2017 




















